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NP's All-Time 
Favorite Games 


What better way to 
finish off NP's run 
than with a list of the 
top 285 greatest 
games to ever grace 
Nintendo hardware? 


Great Moments 
in Power 


More than 24 years 
of Nintendo Power 
history, conveniently 
crammed into one 
nostalgia-filled 
article. 


Power Players 


Current and former 
NP editors (the ones 
that aren’t in prison, 
anyway) share their 

memories of 
working at the 
world’s greatest 
gaming mag. 


Reviews 


Assassin's Creed 111 


Batman: Arkham City- 
Armored Edition 


Darksiders 11 

Epic Mickey 2: 

The Power of Two 

Just Dance 4 

Madden NFL 13 

New Super Mario Bros. U 


Ninja Gaiden 3: 
Razor's Edge 


Nintendo Land 

Rabbids Land 
Scribblenauts Unlimited 
SiNG PARTY 

Skylanders Giants 


Sonic & All-Stars 
Racing Transformed 


Tank! Tank! Tank! 


Tekken Tag Tournament 2 
Wii U Edition 


Warriors Orochi 3 Hyper 
Zombill 


Nester & Max 
Game Over 
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GREAT MOMENTS IN POWER 


NINTENDO LAND 


"TWILIGHT SYMPHONY | 
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Тһе Legend of Zelda: Twilight Princess 
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available on iTunes and JoypadRecords.com 


ORCHESTRAL MUSIC FROM POKÉMON RED AND BLUE 


ARRANGED BY 


КАО ГЕТА 


This is the most difficult thing 


l've ever had to write. We all 
knew this was coming when it 
was announced a few months 
ago that the magazine would 
be ceasing publication, but 
that doesn't make it any 
easier. All of us have had an 
absolute blast working on 
Nintendo Power, and we feel 


honored and humbled by our readership-in 


my adm 
on the 


ittedly biased opinion, the greatest 
face of the planet. You guys have 


shown an incredible passion for the maga- 


+ 


zine that’s always inspired the NP crew to 


put our 


all into creating a product worthy of 


your enthusiasm. 


Onap 


ersonal note, | also feel privileged to 


have worked with some of the nicest, most 


talented 
They've 
even mc 
mendou 


people a fella could hope to meet. 
made what was already a dream job 
ore amazing and | owe them a tre- 
s debt of gratitude. It's just a shame 


the stupid Internet had to come along and 


ruin eve 


rything. 


But I'd like to think we're going out with a 
bang, and | hope you agree. The team put a 


ton of w 
special, 


ork into making this issue something 
and clay artist Leslie Levings did 


a phenomenal job with our cover (which is 
pretty much my favorite thing of all time). So 
enjoy the final edition of Nintendo Power, and 
thanks again for helping the magazine last as 


longasi 


STEVE THOMASON 


t did. Keep playing with power! 
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EDITOR IN CHIEF 


No jokes about beloved 
*80s icons. No insults 
hurled at Big the Cat. 

Not even any flippant 
comments from The Hoff. 
Instead, this issue’s Pulse 
section is devoted to your 
remarks and fond memo- 
ries of the last 24-plus 
years of Nintendo Power. 
We didn’t have space to 
include every message, 
but thanks to everyone 


JULY/AUGUST 1988 3 
E who wrote in! 


Enter the Dragon 


As a proud owner of every single 
Nintendo Power magazine and 
Player's Guide, you can imagine 
how much it hurt to hear the news 
that the magazine would be ending 
its 24-year run this December. | 
started my subscription with the 
Super Mario Bros. 3 issue and was 
instantly hooked to just about 
everything in it. The multipage 
maps, codes in the Classified 
Information section, the top 30 
games, posters...there simply was 
no other source of greatness quite 
like it. Needless to say, І quickly 
bought the 10 back issues | missed. 
Along day at school was quickly 
forgotten on that special day every 
month when a new crispy NP mag 
was sitting in my mailbox. And 

the best offer ever? A free copy of 
Dragon Warrior for the NES, hands 
down! —STREEX 


Buried Treasures 


Nintendo Power has been a huge 
part of my life. When I started 
reading your magazine thoroughly 
| noticed that on top of informing 
us of upcoming Nintendo news, 
you guys paid extra attention to 
games that you knew wouldn't sell 
well, but tried your hardest to urge 
people to support the games and 
their developers. (I first noticed 
this with Gunstar Super Heroes 
and more recently with Rhythm 
Thief & the Emperor's Treasure.) 

It shows care, and somehow you 
guys have always been able to do 
that just through words on paper. 
That in and of itself is a massive 
accomplishment. Hell, it's what 
made me keep renewing, and I'm 
21 years old. —PHIL 


It's Bro Time! 


Being my nongamer parents' oldest 
and their only boy, | never had a 
brother to educate me in video 
games, which is why | am so grate- 
ful to you. Today my imagination is 
full of grassy green fields and dank 
caves that | have explored in the 
alternate dimensions of Nintendo 
video games that you have 
introduced me to. | always imagine 
myself as the courageous Link, or 
asan aspiring Pokémon Trainer, 
always wanting to embark on a 


journey of my own. If not for your 
in-depth coverage and beautiful 
printed maps from games, | never 
would have found my great escape, 
and thusly, my childhood would 
have been much duller. 

To this day, my heart still races 
as | run down the stoop to a 
mailbox housing my new Nintendo 
Power. Just like when I was a 
kid, | run back up and dive to the 
couch, where, for an hour or two, 

I depart from Earth and arrive at 
the Mushroom Kingdom as І absorb 
every graphic and every Nintendo 
tidbit. | am greatly saddened to 
know that those days are nearly 
over. Thank you for being the best 
older brothers | could ever want/ 
have. You truly taught me and 
thousands of others how to "play 
with power." —STEVIE M. 


XMarks the Spot 


You guys will always live on as a 
bunch of fond memories. I'll never 
forget the Mega Man X issue that 
came with a silver cover or the 
Yoshi's Island issue that came with 
the 3D glasses for the Virtual Boy 
coverage. I still frequently use the 
Smashing...Live! CD that you guys 
sent for free. | even won one of the 
25 Surfing Pikachus that you guys 
gave away for Pokémon Yellow 
Version. — MICHAEL P. 


Gant Game Boy Feature. 


Power A Life 


I could go on and on about how 
much I enjoyed your Mario and 
Zelda comics, the Super Power 
Club trading cards and video game 
soundtracks, your incredible 
fold-out posters, and simply how 
enjoyable your magazine is more 
than 24 years after the fact (for 


the record, the past 4-5 years 
have been some of NP's best, in 
my humble opinion). But | know 
that so many other NP fans want 
to share their thoughts and 
memories. | will close by simply 
saying this: Nintendo's motto back 
in 1988 was "Now You're Playing 
with Power." Well, my wonderful 
friends at NP...you have and will 
always be playing with power in 
my book, and this lifelong gamer 
and fan of yours thanks you from 
the bottom of his heart for all the 
memories. —MATTHEW Н. 


In from the Cold 


It was a rough, rainy day when 

І came home from school to be 
greeted by the Legend of Zelda: A 
Link to the Past issue of Nintendo 
Power- Volume 34. | cuddled up in 
a blanket, my mom got me milk and 
cookies, and | read the magazine 
cover to cover, forgetting about the 
rain and my troubles. 

—ROBERT M. 


He Let 
the Dogs Out 


| don't even know how I'd be able 
to recount my fondest memories 
of Nintendo Power. The magazine 
has given me so much over the 
years, but for memories, | will 
choose two. The first memory 
would be from my very first issue, 
Vol. 141, which had Paper Mario 
on the cover, and had articles that 
immediately convinced me to buy 
the game-a decision | have never 
regretted. Though my true fondest 
memory is from Vol. 216, which 
had the NiGHTS cover (also one 

of the many fantastic games the 


magazine got me to play). Back 
before the Check Mii Out Channel 
came out, you ran contests where 
subscribers could submit photos 
of our own Mii creations to be 
featured in the magazine. | was 
incredibly proud and indescribably 
happy to find out that my own 

Mii, the Nintendog, was chosen as 
the winner of the month. 1 simply 
couldn't believe that something 
I'd created was good enough to 
actually be featured in my favorite 
magazine that had been a part of 
my life for years. 

—JONATHAN S. 


I'm a Mii's 
best friend. 


The Printed Word 


| will miss the trusted reviews, the 
humor, and the serious insights 
brought to me by Nintendo 

Power over the years. | will miss 
the splashy covers and the ability 
to use them as posters. The Web, 
Facebook, whatever-it's not 

the same. So to Dec. 2012 being 
the last issue, all | can say is: 
N00000000! — JEANNIE L. 


Start Your Engines! 


Гат an every-issue subscriber to 
Nintendo Power. | started with Vol. 
1when! was 8 years old. By far, my 
best Nintendo Power memory was 
when | found my 5-year-old son 
looking through a Nintendo Power 
for himself. He was fascinated by 
the Mario Kart 7 coverage since 

he loves Mario Kart Wii. Seeing a 
magazine I loved much of my life 
give joy to my own son was special. 
Thanks for covering Nintendo so 
well over the years. —RICKY W. 


Hmmm...Creepy! 


I remember the time | got my first 
issue. It was the Legend of Zelda: 
Ocarina of Time issue. On that 

day my friend and I were doing a 
window watch for the mailman. 

We had been looking outside the 
window for four hours. (That's how 
desperate we were to read your 
magazine.) Well, of course, impa- 
tience kicked in and we decided to 
go find the mailman ourselves. We 
went six blocks away and saw him. 
We followed him for three blocks, 
but I guess he saw us coming 
because he scrambled into the mail 
truck and sped away. We sprinted 
after him for a couple more blocks 
until he finally came to my house. 
We ran up to him as he got out and I 
guess he was scared of us because 
he threw my mail onto my lawn and 
sped away. From that day on, we 
would do this every time we knew a 
Nintendo Power issue was coming. 
I will miss doing this and thank 

you for making such an awesome 
magazine. —DONALD 0. 


OCARINA OF T 


Heroes Wanted 


I have been a lifelong subscriber 
until | found out you were ceasing 
publication and | was unable 

to renew my subscription. | am 
deeply saddened by this and am 
hoping that one day I will see NP 
return. As for my fondest memory 
of NP, it is a recent one, which is 
when you had No More Heroes as 
your cover story. After reading it 

I knew I had to get that game and 
ended up enjoying it very much. 
Now I have two things I hope to see 
in the future, which are No More 
Heroes 3 and for Nintendo Power 
to rise like a phoenix and be back 
in publication. -GEORGEL. 
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My most memorable Nintendo 
Power moment came from reading 
the 20th-anniversary issue. This 
issue was very special because it 
had a section called The Best of 
the Best, which was a top-20 list 
for each of the Nintendo systems 


up until that point. I still find 
myself pulling that issue out 


| remember when the Mario and 
Zelda comics were around; | think 

| was 12 at the time. One of the 
Mario comics in particular stands 
out in my mind. The brothers travel 
to the home of the Yoshi clan and 
get a lesson on speaking the native 
tongue. Every word was "Yoshi." It 
of my 


the antics and zaniness of the NP 
crew and always had to read Pulse 
for game-related humor. | found 

the Community section cool with 
everything members of the game 
community were making, whether 
crafts, food, or just dressing up 

and cosplaying. The pleasures of 
Nintendo Power are too numerous to 
list. | will miss you. —NICOLE 


| loved when you guys gave us an 
in-depth look into your busy every- 
day schedule. A designated time to 
inflict pain on former staff writer 
Chris Shepperd and re-create Civil 
War battles out of action figures?! 
Truly, Nintendo Power was an 


collection to look at those lists. It 
would be amazing if you guys could 
do something similar for the final 
issue! -CHRISTOPHER S. 


Industry Insights 


Dear Nintendo Power, 
It's a sad thing that 
your adventures have 
ended here. My love of 
Nintendo Power origi- 
nates at Montgomery 
Ward in 1985, where | 
bought my Nintendo 
Entertainment System 
Deluxe Set. Inside the 
box was an offer to 
join the club, which 
1 did right away. When the first Nintendo Fun 
Club News arrived, president Howard Phillips 
made a promise to me...a solemn oath written in 
gray and magenta ink. He said that the club was 
created for people like me, and he promised to 
make sure I have fun. For the 25 years and mul- 
tiple format changes that followed, I’ve opened 
my mailbox each day hoping it's a Nintendo 
Power day. From the player's guides and posters 
to the special features and comics, it's been 
a monthly celebration of all things Nintendo, 
and | really hate to see it go. | can only wish 
the Nintendo Power staff past and present all 
the best, and congratulate you on creating the 
greatest magazine ever. You've made Nintendo 
a part of my family for many years, and I'll very 
much miss hearing your voice. 
—MATT BOZON, WAYFORWARD 


FANTASTIC NES ARTIST 


il rm a beginning cartoonist 

and commercial artist who 

loves Nintendo games. I've 
even started my own 50165 of 
comic books, of which Nintendo 
hes been э valuable source of 
inspiration. To show my gratitude, 
f'vo drawn some Legend of Zelda 
characters. Thanks again! 


Matt Bozon 
New Brighton, MN 


If you are reading this, then you are now bearing 
witness to a momentous and woeful part of video 
game history. This is the final issue of Nintendo 
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still cracks me up. —J-POP 


| will miss Nintendo Power as 
my source for information not 
just on first-party games but 
also third-party games and all 
things Nintendo. I have loved 


GET YOUR 
COMICON 


Power, and with it, we are losing something 
truly great. 

Nintendo Power was there for me from the 
beginning of my love affair with video games, 
long before there were message boards, 
Internet gaming websites, strategy guides, or 
online videos. It captured my imagination as a 
young boy who meticulously pored over each 
page of the magazine, staring transfixed in 
awe at pictures of upcoming games that I could 
only dream of playing, those pixels forever 
burned into my memory. | am eternally grateful 
for how important those experiences were in 
shaping me to become a professional video 
game designer, attempting to share the same 
joy for games which Nintendo Power helped 
me to find with others through my work. Thank 
you, Nintendo Power. 

—PETER ONG, DREAMRIFT 


In the golden days of 8-bit gaming, when a 
trip to Toys R Us was an intoxicating journey 
into Wonderland, | would buy single issues 

of Nintendo Power from the store racks. Just 
reading a list of upcoming games, no pictures, 
was enough to send the imagination reeling. 
What was "Mother"? Nintendo Power was 

the first magazine to which I ever subscribed, 
and | still remember the day | came home 
from school in 1990 and my mom handed 

me the Super Mario Bros. 3 strategy-guide 
issue. Nintendo Power was everything: you'd 
scramble through back issues to find cheat 
codes, trace the maps with your finger or your 


incredible place to work! 
—ERIC O. 


eyes to substitute for playing the 90 percent 
of games that you'd never, ever own, look for 
the first screenshots of upcoming games. The 
explosion of alternative media outlets and 
independent publications in the years that 
followed that golden age took the spotlight off 
Nintendo Power, but in that golden age it was 
the Bible, showing up monthly in your mailbox. 
—CHRIS KOHLER, GAMEILIFE 


My Nintendo Power 


NINTENDOS 
subscription started EE JA 
in January 1991 with Sess 
Vol. 20 featuring w 
MegaMan3onthe # 


cover, and Super 
Famicom and Super 
Mario World teaser 
images within 

the pages. Vol. = vá 
66 featured two Mortal Kombat II (Super 
NES) codes that 1 mailed in, and | received 

a Super Metroid magnet for my efforts! | 
hung the foldout posters on my bedroom 
walls, cut out Super NES hardware pictures 
and posted them on our household bulletin 
board. Today, at Next Level Games, I'm for- 
tunate and honored to work first-hand with 
the same Nintendo that | had read about 
over the years in Nintendo Power. Thank you 
to the entire Nintendo Power staff over its 
24-year run, for providing me many years of 
entertainment, joy, and inspiration. 
—BRIAN DAVIS, NEXT LEVEL GAMES 


Looking back on it all | have 
never seen the NP crew pull out 
all the stops to hype a video 
game the way you did with 
Twilight Princess. The combi- 
nation of yearlong interviews 
with key staff members and 
listing favorite moments from 
the entire series was a wonder- 
ful experience. But nothing in 
the magazine's history ever 
put more of a smile on my face 
or gave me a bigger adrenaline 
rush than the top 200 Nintendo 
games countdown. Wonderful 
list-shame it won't get 
expanded to 300, especially 
when it was so close. 

—CYRUS 


NKS . 
SECRET 
IDENTITY 


I can't believe this is the end, 

old friend. You've been a part of 
my life for so long; it's going to 
be hard imagining life without 
you. Every month I've looked 
forward to that new issue waiting 
for me in the mailbox. To not 
have that anymore—words can't 


express my sorrow. When | was 

a child | enjoyed simply looking 

at the pages, maybe reading a 
walkthrough here or there. As | 
got older | was able to appreciate 
the knowledge you divulged. l'Il 
never forget the pure excitement 

| felt when I read the ever-vexing 
secret to getting past a certain 
area in Shadowgate, a game that 
went unfinished for many years. 
And even now you've succeeded 

in inspiring me, as I am about 

to receive my BS degree in 
journalism. Thank you for your 
excellence in writing. Thank you for 
spotlighting gems of video games 
that have gone unnoticed and 
unmentioned by so many others. 
Thank you for giving so much back 
to the fans. Thank you for giving us 
a voice. Thank you for everything! 
—MATT J. 


As soon as it came in the mail, my issue of Nintendo 
Power with The Legend of Zelda: A Link to the Past 
on the cover went with me everywhere, including 
School. This was 1992, so that would make me 10 
years old. | read it obsessively, soaking in every 
detail of the new Zelda game and poring over the 
screenshots. So, needless to say, when my dad took 
my sister and me out hiking in the wilderness, the 
issue of Nintendo Power came with me as far as it 
could. After a short protest, I left it in the car. A few 
hours later when we returned, the car was missing! 
We had accidentally left the keys on the bumper 
and somebody took the car! As we attempted to flag 
down passersby, I suddenly realized the magnitude 
of the situation. My magazine. My Nintendo Power 
magazine had been stolen! Fortunately, the cops 
shared my sense of urgency and found our car. | ran 
into the back and...unbounded joy! Thieves hadn't 
taken off with my magazine...and we were reunited. 
Years later, | was working at WayForward. And 
that's been a friendship rekindled with Nintendo 
Power in a whole different way. Being interviewed 
for A Boy and His Blob was like everything coming 


A BEAUTIFUL 
FRIENDSHIP 


full circle. | was making the games that my 
childhood self stared at with anticipation and 
wonder. I didn't realize how much this has 
meant to me until I wrote all of this down; 
Nintendo Power will forever be the magazine 
of my childhood. | never thought I'd be in tears 
again over Nintendo Power! 

—SEAN VELASCO, WAYFORWARD 


I didn’t know I'd grow up to be a video 

game designer back in grade school, when 1 
pored over every issue so | could regale my 
classmates with information on River City 
Ransom or tips for TMNT—but I certainly 
hoped | would. NP's colorful screenshot maps 
provided a template for how level design 
worked, and helpful articles taught me the 
difference between sprites and tiles. As | grew 
up, | couldn't help but get excited any time a 
game of mine appeared in the magazine, and 
getting a Nintendo Power cover feature (Vol. 
241) was the highlight of my career. 

But more importantly, before we had the 
Internet to connect gamers from across the 
world, Nintendo Power provided us all a sense 
of community, whether it was lending a friend 
a frayed copy of the Final Fantasy guide or just 
looking at the creative envelope art in Pulse. 
Know that it's a connection that will be missed 
by every young Power Player of the past quar- 
ter century, and more industry professionals 
than would probably admit it. Thanks, NP—you 
were the best mag around. 

—TOMM HULETT, KONAMI 
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What 


Nintendo fans 
think, want, 
and do 


DO YOU SAVE AND WHAT CLASSIC NINTENDO POWER SECTION WAS YOUR FAVORITE? IF YOU WERE NINTENDO POWER'S 
COLLECT YOUR ISSUES OF EDITOR IN CHIEF FOR A DAY, 
NINTENDO POWER? Classified PokéGenter Howard & Epic Counselor's WHAT WOULD YOU DO? 
Information Nester Center Corner 
gm E F I 
aus HE Et a 
ЕЕН ЕГІ ii H Hassle 
HHH ë E Spend all day playing TM 
= Sen E Ë yet-to-be-released 
єз Nintendo-published Download every 
- games single Virtual 
wo Console title 
z5 
єз 
= 
Include more Sonic coverage; 2 Aem, 
change the magazine's name Nester comic 
to Sega Visions sirip 
THE GAME THAT TURNED 
MOST NP READERS INTO 
NINTENDO FANS IS: 
OF READERS HAVE BEEN 
WITH NP SINGE THE VERY 
BEGINNING. 


IF YOU HADN’T READ 

ABOUT IT IN NP, MANY 

OF YOU WOULD HAVE 
MISSED... 


2. The World Ends with You 


3. EarthBound WHAT WAS THE COOLEST FREE 


4, Rayman Origins NINTENDO POWER SUBSCRIBER 
5, Professor L ШЕШ: WHATIS THE COOLEST WEAPON IN MEGA MAN 10? INCENTIVE/BONUS? 
urious Village 
The Legend of 
6. Xenoblade Chronicles Zelda: Collector's 
1. Scribblenauts ey game disc 
8. Phoenix Wright: 
. ШЫНЫН nns 
i ы Triple Blade 28% • Solar Blaze 21% • Commando Bomb Live!music CD 273 
Eataly oKIES Thunder Wool 13% « Chill Spike 8% « Wheel Cutter 
at = ж Water Shield 6% ° Rebound Striker ипишининин — 50000020007 027 
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NEW RELEASE 
movies & games 


call 1-866-REDBOX3 


Get a 1-day game rental & more’ 


Text to 


"Ends 12/31/12. WHEN YOU TEXT TRYME TO 727272, YOU'LL GET UP TO 2 MESSAGES. 2 mes: 

5 ecifically stated other 
required. Charges apply for additional days. Cz e J wit! t rs. Subject to additional їепт 
For full promo code terms, go to: http://www.redl | 


NP о ALL-TIME 


GAMES 


We count down the 285 titles that—in our not-so-humble opinion— 
are the best to ever appear on a Nintendo platform. 


ONE OF THE PERKS Of working at a video game endeavor may differ from similar lists we’ve done 
magazine is that you get to play a lot of video in the past). We chose 285 because that’s how 
games. In fact, we’ve covered more than a thou- many issues of the magazine there have been— 
sand titles in the publication’s 24-year history. and because we're gluttons for punishment. If 
But which have been our favorites? We're glad you disagree with any of our picks, feel free to 
you asked! On the following pages, we'll count send in a lengthy diatribe explaining why. No one 
down NP's top 285 games of all time, as voted on will read it, what with the magazine not existing 
by the current editorial team (which is why this anymore, but you'll probably feel better. 
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NP'S ALL-TIME FAVORITE GAMES 


285 Super Star Wars 276 Mario Paint 269 Street Fighter Alpha 2 
Super NES ° JVC * 1992 Super NES • Nintendo • 1992 Super NES • Nintendo • 1996 
Back in the 16-hit era, Super Star Wars was Sometimes gamers need to take a break from 
unquestionably the best game adaptation of fast-paced action and stretch their creative 
George Lucas's journey to a galaxy far, far away. muscles. Using the included Super NES mouse, 268 Solatorobo: 
Fantastic audio complemented the action. aspiring artists would create their own draw- Red the Hunter 
ings, animations, and catchy music. DS • Xseed • 2011 
2g4 Donkey Kong à 
NES • Nintendo • 1986 275 Punch-Out!! 267 New Super Mario Bros. 2 
Wii « Nintendo • 2009 N3DS • Nintendo • 2012 
т.ооо2оо TOP. Meg 
LY ge š: (289681) 
ПП». S AR | 
ñ z 274 Avalon Code 266 Mortal Kombat II 
Ф: DS • Xseed • 2009 Super NES • Acclaim • 1994 
N- H "ipo A sentimental favorite of one editor, Avalon Code 
í тд; H c B may not have executed on its sky-high ambi- 
паран = = tions, but it’s still one of the most interesting 265 Theatrhythm 
H H ы and overlooked games in the DS library. Final Fantasy 
а Сене : уа” №305 * Square Enix * 2012 
We'll take pretty much any excuse to listen to 
Final Fantasy music—some of the greatest in the 
283 Tecmo Bowl medium's history—but put it in a rhythm game 
NES * Tecmo * 1989 that features clever, RPG-inspired mechanics, 
and you've got something pretty special. 
282 Nintendogs 
05» Nintendo • 2005 264 Mega Man Zero 
GBA • Capcom • 2002 
281 Killer 7 i 
GameCube * Capcom * 2005 2 Beetle Adventure Racing 


Nintendo 64 • Electronic Arts • 1999 


272 Donkey Kong Country 
Super NES « Nintendo • 1994 
When Donkey Kong Country hit the Super NES, 
gamers were blown away. The then-incredible 
prerendered visuals and excellent level design 
perfectly set the stage for Donkey Kong's long- 


awaited return. 263 Super C 
NES • Konami • 1990 
280 Ninja Gaiden: 271 Ninja Gaiden lll: 
Dragon Sword The Ancient Ship of Doom 262 Phantasy Star @ 
DS • Tecmo’ 2008 NES • Тесто • 1991 DS • Sega • 2009 
279 Resident Evil: š 270 Tiny Toon Adventures: 261 Super Mario Land 2: 
The Darkside Chronicles Buster Busts Loose! olden Coins 
Wii « Capcom е 2009 Super NES • Konami • 1993 Game Boy « Nintendo • 1992 
278 Harvest Moon 64 260 Contra 4 
Nintendo 64 • Natsume • 1999 DS • Konami * 2007 
277 UN Squadron 259 Sparkster 


Super NES * Capcom • 1991 Super NES * Konami е 1994 
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| Double Dragon 11: 
298! The Revenge 


NES «Acclaim • 1990 


257 Mario Party 2 
1 Nintendo 64 « Nintendo “2000 
For our money, Mario Party 2 represents the 
high point of Nintendo's prolific party-game 
franchise. The concept hadn't yet grown stale 
and nobody got blisters from playing this 
particular installment. 


8 Super NES • Nintendo • 1991 


255 Conker's Bad Fur Day 


| Nintendo 64 « Nintendo • 2001 


254 Willow 
NES * Capcom * 1989 
For all Zelda's success, it's surprising it didn't 
inspire more imitators. Willow was little more 
than a Zelda clone, but the Zelda formula is so 


strong that even that made for a pretty satisfy- 


ing game. 


253 Kirby: Canvas Curse 


DS • Nintendo • 2005 


252 Super Smash TV 


Super NES • Acclaim • 1992 


Shantae: 
zo Risky's Revenge 


DSiWare • Capcom • 2010 
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25g Kid Niki: Radical Ninja 
NES • Data East • 1987 
Consider this—in Kid Niki the bosses include 
a huge centipede, a giant-headed thug who 
attacks with his bad breath, and a crazed monk 
who drops literal F-bombs. It's a weird game, 
sure, but it's darn fun. 


Burnout 2: 
249 Point of Impact 


GameCube • Acclaim • 2003 


248 No More Heroes 
Wii • Ubisoft «2008 


247 Shadow of the Ninja 


NES • Natsume • 1990 


246 Ghosts ’n Goblins 


NES * Capcom • 1986 


245 G.I. Joe 


NES * Taxan * 1991 


Zack & Wiki: Quest for 
244 Barbaros' Treasure 


Wii « Capcom • 2007 


243 MadWorld 


Wii «Sega • 2009 


242 Rhythm Heaven Fever 
Wii « Nintendo * 2012 


24; Grand Theft Auto: 
Chinatown Wars 
DS * Rockstar «2009 
Rockstar achieved what seemed impossible 
with the Mature-rated Grand Theft Auto: 
Chinatown Wars. Camera perspective aside, 
virtually everything you'd expect from a 
polygonal Grand Theft Auto game is success- 
fully replicated in this amazing handheld title. 


Ninja Gaiden 11: 
240 The Dark Sword of Chaos 


NES * Tecmo * 1990 


239 Blast Corps 


Nintendo 64 • Nintendo • 1997 


238 Mario Tennis: Power Tour 
GameCube « Nintendo • 2005 


Kingdom Hearts 
237 35872 Days 


DS * Square Enix * 2009 


236 Kirby's Adventure 227 Resident Evil 0 223 WWF WrestleMania 2000 
NES • Nintendo • 1993 GameCube • Capcom • 2002 Nintendo 64 • THQ • 1999 
A Boy and His Blob: Lunar Legend Final Fantasy: 

235 Trouble on Blobolonia 226 Game Boy Advance * Ubisoft 2002 222 Crystal Chronicles 
NES • Absolute • 1989 Boasting an amazing coming-of-age fantasy GameCube» Nintendo • 2004 


Hu ox еі Dx C IEEE story and some of the most memorable char- 
acters in the genre, Lunar Legend is a great Я 2 
handheld version of one the finest (and most 221 Metroid Fusion 
1 p overlooked) RPGs ever made. GBA « Nintendo • 2002 


220 Tom Clancy's Splinter 
Cell: Chaos Theory 
GameCube « Ubisoft • 2005 

We had to grit our teeth a bit with this selec- 
tion, as this sloppy GameCube port was easily 
the worst version of Chaos Theory. But it was 
stilla great game, and the most compelling title 
in the Splinter Cell canon. 


234 Mega Man V 


Game Boy * Capcom • 1994 


333 Billy Hatcher 225 Ice Hockey 210 MVP Baseball 2005 
and the Giant Egg NES • Nintendo • 1988 GameCube» Electronic Arts * 2005 
GameCube • Sega • 2003 Why include a seven-year-old baseball game on 
Say what you will about the goofy chicken- this list? Because it's one of the most laudable 
suited protagonist and ludicrous theme song; 224 Cooking Mama sports sims to ever appear on a Nintendo console. 
this quirky, innovative platformer from the DS * Majesco * 2006 unfortunately, it also spelled the end for EA's 


creators of Sonic the Hedgehog is a brilliant, 
must-play experience. 


acclaimed hardball franchise—2K Sports secured 
exclusive rights to MLB the following year. 


232 Ikaruga 


GameCube • Atari • 2003 


GBA • Konami • 2003 


331 Super Ghouls "n Ghosts 


Super NES • Capcom • 1991 


GameCube « Nintendo * 2003 


The Magical Quest 
ЕЗ0 Starring Mickey Mouse 


Super NES • Capcom * 1992 


Game Cube 
1296 


229 Space Megaforce 


Super NES • Toho • 1992 


Nintendo DS Super NES 
one 17% 


228 Tales of the Abyss 


N3DS * Namco Bandai • 2012 


DECEMBER 2012 13 


Mario Golf: 
Advance Tour 
GBA • Nintendo • 2004 


216 


Rayman 2: 

215 The Great Escape 
Nintendo 64 ° Ubisoft • 1999 

214 Mario Kart: Double Dash 


GameCube • Nintendo • 2003 


Teenage Mutant Ninja 
Turtles Il: The Arcade Game 
NES • Konami • 1990 

The action-packed TMNT coin-op was one of the 
best reasons to visit an arcade in the early '905, 
and the NES adaptation made a worthy attempt 
at bringing the experience home. This version 
even added new levels and bosses. 


213 


212 Star Fox 


Super NES • Nintendo • 1993 


211 Cybernator 

Super NES • Konami • 1993 
Part of an obscure Japanese series of side- 
scrolling action games, Cybernator was kind of 
like Contra, but you played as a mech and the 
stages were wide-open, destructible, and full of 
little side quests. Sweet game. 


Sin & Punishment: 


210 Star Successor 
Wii « Nintendo * 2010 
209 Super Street Fighter IV 


3D Edition 


N3DS * Capcom 2011 


14 NINTENDO POWER 


Final Fantasy: 7. 
The 4 Heroes of Light 


DS • Square Enix • 2010 


208 


207 Metal Storm 
NES * Irem • 1991 

As NES games go, Metal Storm is relatively 
obscure. It is, however, a hidden gem in the 
system's library. The entire experience is built 
around your mech's ability to reverse gravity, 
and the varied ways the skill is used keeps 
things fresh. 


206 New Super Mario Bros. 


DS * Nintendo 


2006 


Silent Hill: 

Shattered Memories 

Wii «Konami • 2009 

A worthy reimagining of the original Silent Hill, 
Shattered Memories made brilliant use of the 
Wii Remote controller to immerse players in the 
experience. It also has a remarkably poignant 
ending that caught us completely by surprise. 


205 


Pokémon 


204 Red and Blue Versions 


Game Boy « Nintendo е 1998 


D F. 
FIGHT РЕГ 
ITEM RUN 


Lufia 11: 
203 Rise of the Sinistrals 
Super NES • Natsume • 1996 
202 Metal Gear Solid 


Game Boy Color • Konami • 2000 


1. Link 
2. Mario 


3. Mega Man 
4. Phoenix Wright 
5. Samus 


201 Trauma Center: 
under the Knife 2 
DS * Atlus • 2008 

200 Earthworm Jim 2 


Super NES • Playmates • 1996 


V0 


NiGHTS: 

199 Journey of Dreams 
Wii «Sega • 2007 

198 Illusion of Gaia 


Super NES • Nintendo • 1994 
The gameplay and pseudo-historical setting 
made Illusion of Gaia a superb action-RPG, 
but its offbeat writing is what rendered it 
unforgettable. "Large, yummy roast leg of yak" 
or “poisoned marsupial pie," anyone? 


197 Wario Land 3 


Game Boy Color * Nintendo • 2000 


tmm 
f 
1. 
; 
re gl 
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Pokémon Ruby and 
Sapphire Versions 
GBA • Nintendo • 2003 


196 


195 Wave Race 64 187 Super Scribblenauts 178 Castlevania: | 
Nintendo 64 « Nintendo * 1996 DS • WB Interactive • 2010 Harmony of Dissonance 
са a ES Se MD ЧЄ б URL SAI" QUICUM QE Rua AN GBA * Konami • 2002 
The Legend of Zelda: Rock Band 3 
194 Phantom Hourglass ШИ Wiis ту cames 201b 
DS • Nintendo • 2007 All the Rock Band iterations are great, but 


Harmonix perfected the rhythm-game formula 
with Rock Band 3. The song list is vast and 
varied, and the keyboard is a welcome addition. 
Most importantly, though, it's just plain fun to 


| vx rock out with your friends. 
ж 185 Pokémon Diamond 
and Pearl Versions 177 The Legend of Zelda: 
DS • Nintendo» 2007 Four Swords Adventures 
GameCube • Nintendo • 2004 
Mario Kart DS Donkey Kong Country 
_ 5s. nintendo 2005 184 Returns 170. Dragon Quest IX: Sentinels 

Wii • Nintendo «2010 of the Starry Skies 


05» Nintendo • 2010 
192 | Advance Wars: : 
Dual Strike 183 Super Paper Mario 


DS • Nintendo • 2005 Wii « Nintendo • 2007 


191 Wii Sports Resort 


Wii «Nintendo * 2009 


175 Meteos 
DS * Nintendo • 2005 
š 48 At first Meteos seems overly simple, but after a 
182 New Super Mario Bros. Wil few stages you begin to appreciate the strategy 
Wii • Nintendo • 2009 involved in this interstellar puzzle game. It 
also features a well-balanced and intense 
multiplayer mode. 


190 Super Monkey Ball 181 Rhythm Heaven 
GameCube • Sega • 2001 DS * Nintendo * 2009 Й z 
Mario Kart Wii 
— ин 
z Š Wii * Nintendo * 2008 
189 Monster Hunter Tri 180 Dead Space: Extraction à 
Wii * Capcom • 2010 Wii • Electronic Arts • 2009 i 
` é 
42 2 ( E: 
[ | í 
ma 23 E м Y i " 
ы е. * J 


173 Mario Golf 


Nintendo 64 ° Nintendo * 1999 


Star Wars Kirby's Epic Yarn 
158 Rogue Squadron : 179 Wii e Nintendo • 2010 PEE 
Nintendo 64 • LucasArts • 1998 172 Epic Mickey 


Wii « Disney Interactive • 2010 
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Strider 


NES * Capcom • 1989 


Fire Emblem: 
Path of Radiance 


GameCube « Nintendo • 2005 


n — | аали ПП EGGS 1555: 


The Legend of Zelda: 
Spirit Tracks 
DS • Nintendo • 2009 


169. Rhythm Thief & the 
Emperor's Treasure 
N3DS • Sega 2012 


Super Mario Kart 


Super NES • Nintendo • 1992 


Luigi's Mansion 

GameCube « Nintendo • 2001 

Finally stepping out from his brother's shadow, 
Luigi headlined the GameCube launch with this 
charmingly unique ghost-hunting romp. The game 
was criminally underrated in its time, but has since 
garnered a devoted following. 


159 Final Fantasy Tactics 
Advance 


СВА • Nintendo • 2003 


Kirby's Return 
to Dream Land 


Wii «Nintendo • 2011 


Mario Kart 7 


N3DS • Nintendo • 2011 


166 Golden Sun: The Lost Age 


GBA • Nintendo • 2003 


Metal Gear 
NES • Konami • 1988 


Maniac Mansion 
NES ° Jaleco * 1990 


165 Tactics Ogre: 

The Knight of Lodis 
GBA Atlus « 2002 EarthBound 

Super NES • Nintendo • 1995 

* EarthBound is an RPG in a class of its own. Its 

contemporary setting, heartfelt story, and 

bizarre sense of humor are just a few of the 

reasons why this title has generated an immense 

cult following in the years since its release. 


155 Final Fantasy V 
Advance 


СВА • Nintendo • 2006 


Faxanadu 
NES • Nintendo • 1989 


Mario & Luigi: 
Partners in Time 
DS • Nintendo е 2005 
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Okamiden 


DS «Capcom • 2011 


Mega Man Zero 2 


GBA * Capcom • 2003 


River City Ransom 


NES * American Technos • 1990 


mum "mir 
LR RES ES: 
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Bionic Commando 
NES * Capcom • 1988 


Sonic Generations 

N3DS * Sega * 2011 

Inspired by 20 years of hedgehog history, 

Sonic Generations combined reimagined levels 
from past Sonic titles into a single awesome 
platformer. It was loaded with bonus content and 
replay value, too. 


E The 


Type 1: 
hird Lightning 


Super NES ° Jaleco * 1994 


4 


> 
> 


ЎЎ 
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WarioWare: Touched! 
DS * Nintendo • 2005 


a Etrian S tA Al ШІ: 
The Drowned City 


DS • Atlus • 2010 


Demon's Crest 
Super NES • Capcom • 1994 


Fire Emblem 


145 im : 
GBA‘ Nintendo * 2003 
144 Tatsunoko vs. Capcom: 
ultimate All-Stars 
Wii • Capcom • 2010 
143 Baseball Stars 
NES * SNK * 1989 
[ñD LL | же 


Fire Emblem: 

Radiant Dawn 

Wii Nintendo е 2007 

With no breakout star in the series, the votes of 
the Fire Emblem fans on staff were split among 
several titles. Look for 2013's Fire Emblem: 
Awakening to be the badly needed champion of 
this oft-overlooked strategy franchise. 


142 


141 Animal Crossing 
GameCube • Nintendo • 2002 

Animal Crossing isn't so much a game as it is a 
way of life. With a year's worth of activities to 
discover in your town, there's always something 
new going on. The fact that you can find playable 
NES games just adds to the enjoyment of this 
charming title. 


By the Numbers: Years 


140 


139 


138 


136 


135 


134 


133 


Kid Icarus 


NES * Nintendo 


1987 


Paper Mario 


Nintendo 64 • Nintendo • 2001 
Crystalis 
NES «SNK • 1990 


Pokémon Puzzle League 


Nintendo • 2000 


Nintendo 64 


его 


Магіо Теппіѕ 


Game Boy Color • Nintendo 


2001 


Castlevania: 
Aria of Sorrow 


СВА * Konami • 2003 


Final Fantasy 


NES • Nintendo • 1990 


Jet Force Gemini 


Nintendo 64 « Nintendo • 1999 


® | КІҮЛІІТІ 


132. Advance Wars 
GBA * Nintendo • 2001 

The series known as Famicom Wars in Japan 
finally made its way to our shores with this GBA 
installment, and we've been addicted to its 
award-winning brand of turn-based strategy 
ever since. Plus, the commercial success of 
Advance Wars paved the way for a stateside 
debut of Nintendo's other long-running strategy 
franchise: Fire Emblem. 


Baten Kaitos: Eternal 


131 Wings and the Lost Ocean 
GameCube • Namco * 2004 
130 Donkey Kong Jungle Beat 


GameCube « Nintendo • 2005 


129 Bit.Trip Runner 
WiiWare • Aksys Games • 2010 

The blocky graphics and simple gameplay of Bit. 
Trip Runner hide the fact that it's one of the most 
addictive and challenging games in recent years. 
It's hard to avoid the ^one more try" syndrome 
as you attempt to perfectly run, jump, slide, and 
kick your way through each stage. 
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128 Super Mario RPG: 
Legend of the Seven Stars 
B v 
Ns 
125 Dragon ius ud IV 
154. Pokémon Pinball: 
Ruby & Sapphire 
GBA • Nintendo • 2003 
123 Mega Man 9 


WiiWare «Capcom • 2008 

After being absent for many years, the original 
Mega Man returned in this 8-bit-inspired 
downloadable title. Featuring a retro look and 
hardcore challenge, Mega Man 9 was truly a 


return to form. 


Bm ss 
121 No More Heroes 2: 


Desperate Struggle 


Wii «Ubisoft «2010 


By the Numbers: Genre 
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Fighting 
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Platformer 


120 


119 


118 


117 


116 


115 


114 


Castlevania 


NES • Konami • 1987 


Phoenix Wright: Ace 
Attorney Justice for All 


2007 


DS * Capcom 


Golden Sun 


GBA • Nintendo • 2001 


Cave Story 


Nicalis * 2010 


WiiWare 


E 


Castlevania 11: 
Simon's Quest 


NES • Konami • 1988 


Dragon Warrio 


NES • Nintendo • 1989 


Super Street Fighter Il: 
The New Challengers 
Super ! 1994 


VES «Capcom 


TE Dragon Quest V: Hand of 
the Heavenly Bride 

DS • Square Enix « 2009 
North Americans didn't get to play Dragon 
Quest V until 17 years after its original Japanese 
release, and it's a testament to the game's time- 
tested mechanics and warm-hearted story that it 
still managed to impress in 2009. 


112 Etrian Odyssey 
DS * Atlus * 2007 

Etrian Odyssey not only captured the tension 
and challenge that made old-school PC games 
so compelling, but also cleverly updated it for 
the Nintendo DS with features like touch-screen 
map-making. Three sequels later, its simple 
formula still satisfies. 


Super Smash Bros. Brawl 


Wii « Nintendo • 2008 


111 


The Legend of Zelda: 
Oracle of Ages 


Game Boy Color Nintendo • 2001 


110 


Alternative/Other 


Strategy 


The Legend of Zelda: 
Oracle of Seasons 
Game Boy Color • Nintendo • 2001 


109 


108 Out of this World 
Super NES • Interplay • 1992 

The brainchild of French developer Eric Chahi, 
Out of this World demonstrated early on the 
power of video games as a storytelling medium. 
A worthwhile sequel entitled Heart of the Alien 
came out for the Sega CD in 1994, but Chahi had 
minimal involvement in its creation. 


107 Professor Layton | 
and the Curious Village 
DS * Nintendo * 2008 


Earthworm Jim 
Super NES • Playmates • 1994 


106 


105 Gunstar Super Heroes 
СВА • Sega * 2005 


104 Blaster Master 
4 

NES • Sunsoft * 1988 
Whether you're riding around the mazelike 
underground in your upgradeable tank or 
exploring on foot, there's never a dull moment in 
Blaster Master. This Metroid-style action game is 
also incredibly difficult, so bring your skills. 


Zero Escape: 
103 Virtue's Last Reward 


N3DS * Aksys Games • 2012 


102 Pokémon Snap 


Nintendo 64 • Nintendo • 1999 


101 Professor Layton 
and the Unwound Future 
DS • Nintendo • 2010 


100 Donkey Kong 


Game Boy • Nintendo • 1994 


gg. VVVVVV 


N3DS * Nicalis * 2011 


gg Mario & Luigi: 
77 Bowser's Inside Story 
DS * Nintendo • 2009 


97 Castlevania lll: 
Dracula's Curse 
NES * Konami • 1990 


gg Castlevania: | 
Portrait of Ruin 
DS * Konami * 2006 


95 The Legend of the 
Mystical Ninja 
Super NES • Konami • 1992 
Mystical Ninja is a fantastic platformer with 
tight controls and loads of the keen graphical 
effects that made Super NES games so much 
fun to look at. It's made even better by the wild 
bosses, explorable towns, loads of minigames, 
and a bizarre sense of humor. 


94 Mario's Picross 


Game Boy • Nintendo • 1995 


93 Metal Gear Solid: 
The Twin Snakes 


GameCube « Konami • 2004 


92 Soul Blazer 
Super NES • Enix * 1992 


91 Sonic Colors 
Wii «Sega • 2010 


NP'S ALL-TIME FAVORITE BAMES 


gg CGhostTrick: — 
Phantom Detective 
Nintendo 05» Capcom * 2011 
Asaghost with the power to possess and 
manipulate objects, you have only a single night 
to solve your own murder. Innovative gameplay 
and compelling mysteries promise to keep you in 
suspense until the very end. 


во Final Fight 


Super NES * Capcom “1991 


gg Secret of Mana 
Super NES • Squaresoft * 1993 


87 Tetris Attack 


Super NES • Nintendo • 1996 


gg Bully: Scholarship Edition 


Wii «Rockstar Games * 2008 


gs Metroid 
NES • Nintendo • 1987 
Metroid fans rallied around the more polished 
Super Metroid, but the NES original was a 
tremendously influential game that still plays 
well today. And oh, how that twist ending blew 
young and impressionable minds in the '80s! 


Kirby Super Star 


Super NES • Nintendo • 1996 


g3 Super Mario Sunshine 
GameCube « Nintendo * 2002 

This GameCube effort is often compared unfavor- 
ably to Mario's other platforming masterpieces, 
but taken on its own, the game is pretty amazing. 
Its expansive landscapes were masterfully 
crafted, and the FLUDD water backpack allowed 
for a host of new gameplay possibilities. 


82 SimCity 


Super NES • Nintendo • 1991 


; 1902 APR 
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Ogre Battle 64: 5 
Person of Lordly Caliber 
Nintendo 64 ° Atlus • 2000 


Nine Hours, Nine 
Persons, Nine Doors 


DS * Aksys Games * 2010 


9 GoldenEye 007 

Nintendo 64 « Nintendo • 1997 

It wasn't the earliest first-person shooter to 
appear on home consoles, but GoldenEye 007 
certainly helped popularize the genre with the 
console-gaming crowd, thanks in large part to its 
superb up-to-four-player deathmatch mode. 


Metroid Prime 3: 
Corruption 
Wii « Nintendo • 2007 


Little King's Story 


Wii • Xseed * 2009 


Sin and Punishment 

Wii Virtual Console (N64) • Nintendo • 2007 
Only games released in the US are eligible for this 
list. Sinand Punishment didn't make it to these 
shores in its original form on Nintendo 64, but it 
became available via Virtual Console in 2007, so 
we're going to allow it. Sometimes you fudge the 
rules for a game this good. 


WWF No Mercy 


Nintendo 64 * THQ • 2000 


Metal Gear Solid: 
Snake Eater 3D 


N3DS • Konami • 2012 


Resident Evil: Revelations 


N3DS * Capcom • 2012 


Xenoblade Chronicles 

Wii « Nintendo • 2012 

For a while we weren't sure if Xenoblade 
Chronicles was going to make it to North 
America, but we're sure glad it did. The world is 
vast; the scope is epic. It's easily one of the best 
RPGs to come out of Japan in recent years. 


WarioWare: Twisted! 
СВА • Nintendo • 2005 
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Tales of Symphonia 


GameCube « Namco • 2004 


Star Wars Rogue Leader: 
Rogue Squadron 11 


GameCube • LucasArts • 2001 


bad 


Axelay 


Super NES • Konami • 1992 


Phoenix Wright: 


€ Ace Attorney 
Nintendo DS • Capcom • 2005 


Think law is boring? No way! If you've ever played 
an Ace Attorney game, then you know that the 
only thing more fun than identifying the true 
criminal is pointing your index finger and yelling 
"Objection!" into the DS microphone. 


Pikmin 2 


GameCube • Nintendo 2004 


Super Punch-Out!! 


Super NES • Nintendo • 1994 


Kid Icarus: Uprising 

N3DS * Nintendo • 2012 

Despite the controversy surrounding its control 
scheme, Kid Icarus's long-awaited return offered 
enough beauty, content, and surprises to claim 
the second-highest berth for a N3DS game. 


Klonoa 


Wii « Namco Bandai • 2009 


Pokémon HeartGold 
and SoulSilver Versions 
DS * Nintendo “2010 


Tetris DS 


DS • Nintendo • 2006 


Prince of Persia: 
The Sands of Time 


GameCube • Ubisoft « 2003 


Star Fox 64 


Nintendo 64 « Nintendo • 1997 


Zelda Il: 2 
The Adventure of Link 


NES • Nintendo • 1988 


Rayman Origins 
Wii • Ubisoft • 2011 


Pikmin 
GameCube « Nintendo • 2001 


WarioWare, Inc.: 
Mega Microgame$ 
GBA « Nintendo е 2003 


Phantasy Star Online: 
Episode | & II 


GameCube • Sega • 2002 


This dungeon-crawling, loot-gathering adven- 
ture is enjoyable enough when you're going at 
it solo, but the experience truly shines when 
played online with a party of four. It even made 
tracking down a GameCube Broadband Adapter 
worth the trouble. 


Tetris 


Game Boy • Nintendo • 1989 


Final Fantasy II 
Super NES • Squaresoft * 1991 


The World Ends with You 


DS * Square Enix • 2008 


DARKNESS Hix COMES Liga, LIGHT PAUL INTO DARKNESS 


k. m “Гуе never had more fun playing a 
KINGDOM HEARTS release..." - Nintendo Power 


4.. this is a must-have title that's filled with 
fantastic gameplay, an intriguing story, 
and beautiful visuals." -G4TV 


= Y SQUARE ENIX 


oit bi 


| 4 : | 
9 P AVAILABLE NOW! 
DOWNLOAD THE DEMO ON THE NINTENDO ESHOP! 


SQUARE ENIX. 


KINGDOM HEARTS 
10th ANNIVERSARY 


CONTENT RATEO BY 
ESRB 


© 2012 Disney. Developed by SQU ARE ENIX. Cha 
Square Enix Group. Nintendo trademarks an 


gg Ninja Gaiden 
NES * Tecmo * 1989 

Ninja Gaiden was perhaps the first action game 
to ever attempt to tell a complicated story. And 
although that story was nearly incomprehen- 
sible, its anime-style “cinema displays" were 
the talk of the playground. The game's ninja 
action was fast-paced and satisfying, and its 
legendarily difficult final level made men out of 
ageneration of boys. 


Mega Man 
49 : 

NES * Capcom • 1987 
The original Mega Man tends to get short shrift 
because its sequel was so amazing, but this is 
nonetheless one of the best action games on the 
NES. The rock-paper-scissors style of gameplay 
was quite innovative at the time. 
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48 Skies of Arcadia 
Legends 

GameCube * Sega * 2003 
Skies of Arcadia was one of the Dreamcast's 
last great games, a spirit-of-adventure RPG set 
in a world of sky pirates and hidden treasures. 
The title went largely overlooked until this 
GamecCube rerelease, which fixed a few glaring 
flaws (such as a ludicrously high enemy-encoun- 
ter rate) and added a nice chunk of additional 
content. It may have come second-hand, but it's 
still one of the best RPGs on GameCube. 


1. Ganon 
2. Fawful 
3. Dr. Wily 


4. Kefka 


5. Albert 
Wesker 
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47 MegaMan3 
NES * Capcom • 1990 
Mega Man 3 introduced a few very important 
elements to the series. In one game, we got 
Mega Man's slide ability, his robo-dog Rush, 
and his brother Proto Man. And Snake Man. 
Awesome, awesome Snake Man. 


Viewtiful Joe 

GameCube • Capcom • 2003 
A bold new take on the side-scrolling beat-'em-up, 
Viewtiful Joe won us over with its innovative VFX 
powers, colorful cast of characters, and inspired 
cel-shaded aesthetic. Next up for Joe's creative 
staff is Wii U exclusive The Wonderful 101. 


45 Super Smash Bros. Melee 
GameCube « Nintendo • 2001 

If there's one thing better than a fighting 
game that features all your favorite Nintendo 
heroes, it's a sequel that adds more characters, 
smoother controls, and deeper gameplay. 
Hardcore fans—us included—consider this the 
best game in the Super Smash Bros. series. 


44 DuckTales 
NES • Capcom • 1989 

Even back in the 8-bit era, licensed games 
tended to disappoint. DuckTales was a very 
notable exception to the rule. Scrooge McDuck's 
quest to become richer than rich is filled with the 
kind of stellar platforming Capcom was known 
for at the time. 


43 Teenage Mutant Ninja 

Turtles IV: Turtles in Time 
Super NES • Konami • 1992 

The arcade version of Turtles in Time was great; 

the Super NES adaptation was even better due 

to improved controls and new levels and bosses. 

Few things in gaming are more fun than tossing 

a foot soldier into the screen. 


42? Drill Dozer 
GBA ° Nintendo • 2006 
Developer Game Freak took a break from 
Pokémon to give us a platforming gem that 
was beautiful in its simplicity. Drill Dozer 
takes a single mechanic—drilling—and wrings 
from it every last drop of potential with 
masterful stage design and inventive 
boss battles. 


21 Contra Ill: 

The Alien Wars 

Super NES • Konami • 1992 
Shooting aliens is fun. Shooting aliens with a 
buddy by your side is even better. And shooting 
aliens with a pal by your side in Contra III, a 
game chock-full of amazing (especially for 
the time) set pieces and Mode 7 graphics, is 
downright awesome. 


Contra 

NES * Konami • 1988 
Contra is probably best known for two things: 
the famous Konami code (which granted you 
30 lives in Contra) and intense co-op action. 
There's nothing quite like racing a buddy up 
the waterfall in Stage 3—and then stealing his 
lives if you run out. 
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Mega Man X 

Super NES * Capcom • 1994 
For years, the Mega Man games had 
all looked the same and followed 
the same formula. Mega Man B 
X, the first 16-bit Mega Cy 
Man, brought new life to the 
franchise through improved 
graphics, new moves, exploration 
elements, and more. The first 


Mega Man X is still the best. 


Astro Boy: Omega Factor 
GBA * Sega 2004 
This is our most highly ranked game that’s 
based on a licensed property, and for good 
reason. Omega Factor captures the essence 
of Astro Boy perfectly and melds it with 
developer Treasure's trademark brand of 
pulse-pounding action. 


ActRaiser 

Super NES * Enix • 1991 
Publishers were a lot more willing to take 
chances on odd ideas in the 16-bit era; hence 
this strange fusion of a conventional side- 
scrolling action game with a simulation-style 
god game in which players built cities and 
performed miracles to protect their flock. Both 
parts were fun, and it certainly didn't hurt that 
the game boasted one of the most phenomenal 
soundtracks ever composed. 
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L The ind of Zelda: 
The Minish Cap 

GBA • Nintendo * 2005 

Although Link's Awakening started things off 
right, the Legend of Zelda series's portable 
installments have rarely been as satisfying as 
their console brethren. The Minish Cap beat 
the odds by copying everything that made A 
Link to the Past great: a colorful 2D world, an 
exploration-focused structure, cool items, 
and strong dungeon design. It wasn't the most 
innovative Zelda entry, but it was easily one of 
the most entertaining portable ones. 


Metroid: Zero Mission 


Game Boy Advance» Nintendo • 2004 


This remake of Metroid improved upon the 
groundbreaking NES original in numerous ways, 
including vastly upgraded graphics and an 
in-game map. The new finale—which introduced 
Samus's Zero Suit—was pretty cool, too. 


The Legend of Zelda: 
Majoras’ s Mask 

Nintendo 64 « Nintendo * 2000 

An attempt to cash in on the success of Ocarina 
of Time by banging out a sequel in just over a 
year shouldn't have produced a masterpiece of a 
game. Although Majora's Mask has less content 
than most Zelda entries, it 
features a mind-bendingly 
brilliant structure that 
has players repeating 

the same days over 

and over to make 
incremental progress 
toward averting an 
apocalypse. It may 

be the most effective 
implementation of time 
travel in gaming. 


The Legend of Zelda: 

Twilight Princess 

Wii « Nintendo • 2006 
Gamers around the world exploded with delight 
when Twilight Princess was unveiled in 2004, 
and when the game was released as a Wii launch 
title more than two years later, it lived up to the 
hype. Once players made it into the meat of the 
game, they found a huge and stunningly beauti- 
ful world to explore, powerfully cinematic event 
scenes to marvel at, and plenty of well-designed 
dungeons to take on. 
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Mario Kart 64 

Nintendo 64 • Nintendo • 1997 

Super Mario Kart showed us that Mario char- 
acters and Kart racing go together like T-shirts 
and jeans. Mario Kart 64 took the concept to the 
next level, establishing 

the winning polygonal- 
kart-racing formula 
that continues to 
this day. 
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Soul Calibur II 


Game Cube • Namco • 2003 
Weapons-based fighting games don't get much 
better than Soul Calibur II—it's got easy-to-learn 
controls, impressive graphics, and a diverse 
roster of combatants that includes Link from 
The Legend of Zelda. What more could a fighting 
fan want? 
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30 Mike Tyson’s Punch-Out! 


NES • Nintendo • 1987 


With gameplay that more closely resembled 
a puzzle game than a typical sports title, 
Punch-Out!! could be enjoyed by anyone. Its 
large, personality-filled character sprites 
helped make this one of the most memorable 
NES experiences. 


29 Resident Evil 
GameCube • Capcom • 2002 

Video games are remade all the time, but few 
have managed to improve upon their source 
material without alienating existing fans; the 
GameCube remake of Resident Evil pulled 
that off in spades. It featured a beautifully 
rerendered mansion, newly aggressive zombies, 
and just enough changes to the story and 
structure to keep veteran players on the edges 
of their seats. 
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Super Mario World 2: 
28  Yoshi's Island 
Super NES • Nintendo • 1995 


Of all the new features in Super Mario World, 
none were more popular than the rideable 
steeds known as Yoshis, and it was no surprise 
to see them take center stage in Super Mario 
World's only sequel. But Yoshi's Island was way 
more than a Mario-series spin-off; it introduced 
a radically new style of gameplay (firing eggs at 
any angle), an unusual new objective (protecting 
a baby Mario), and a beautiful new visual style 
based on painted artwork. 
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27 Super Castlevania IV 
Super NES • Konami е 1991 

The Castlevania series had always had strong 
gameplay, but its Gothic settings and brilliantly 
composed soundtracks never really popped 
until they were reborn with the enhanced 
power of the Super NES. The developers went a 
little crazy with the platform's Mode 7 technol- 
ogy—every boss encounter was packed with 
background scaling and rotation effects for 
no real reason—but that only adds to its cool, 
campy charm. 


26 Beyond Good & Evil 
GameCube « Ubisoft « 2003 

Whenever someone puts together a list of 
overlooked gems (including us), Beyond Good 
& Evil invariably appears near the top. Perhaps 
because of that, this wonderful game has 
gradually garnered the recognition it deserves, 
to the extent that a sequel no longer seems like 
an impossibility. 
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25 The Legend of Zelda: 
Link’s Awakening DX 
Game Boy Color • Nintendo • 1998 
Imaginative, emotional, and packed with 
quirky humor, Link's Awakening proved that 
a handheld Zelda could be just as epic as its 
console counterparts. The DX version for Game 
Boy Color even managed to improve upon the 


‘black-and-white original. 


24 Mario & Luigi: 
Superstar Saga 
GBA * Nintendo • 2003 
All three Mario & Luigi titles made our list, but 
the original remains our favorite. This madcap 
adventure is packed with fun locales, memo- 
rable characters (Fawful!), and some of the 
most hilarious writing in video game history. 


23 Castlevania: 

Dawn of Sorrow 

DS * Konami 2005 
The office is split on which of Koji Igarashi's 
trilogy of Nintendo DS titles is the best, but all 
agree that Castlevania: Dawn of Sorrow was the 
first truly great original game on the platform. 
With appealing settings, a memorable Michiru 
Yamane soundtrack, and a Metroid-style mix of 
free exploration and ability-based progressions, 
Dawn of Sorrow kicked off what would prove to 
be a fantastic era for the series. 


22 Super Mario Bros. 2 
NES ° Nintendo • 1998 
Although it played quite differently than its 
predecessor, the new powers and ability to play 
as different characters (not to mention the 
catchy soundtrack) made this sequel a blast. 
Just watch out for the surprise ending! 


21 Street Fighter ІІ Turbo: 
Hyper Fighting 
` Super NES • Capcom • 1993 
At the height of Street Fighter mania, when 
otherwise-sane people were 
paying $2,000 for arcade 


boards they could play at = 

"m Cr š \ 
home, Capcom released mo UU LP 
this excellent Super NES № 


port of Street Fighter II to 
massive success. It would 
prove to be a lot more than 
just a fad; 20 years later, this 
elegant, balanced, and ( 
attractive fighter can still Ж A 
liven up any party of video 
game enthusiasts. 
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Top 5: 
Most Influential 


1. Super Mario Bros. 
2. The Legend of Zelda 
3. Dragon Warrior 


4. Street Fighter II: 
The World Warrior 


5. Super Mario 64 


20 Paper Mario: : 
The Thousand-Year Door 
Nintendo 64» Nintendo * 2004 
Witty writing, unique aesthetics, and engaging 
gameplay are all hallmarks of the Paper Mario 
franchise. Paper Mario: The Thousand-Year Door 
showcases these qualities so well that no other 
entries in the series have topped this title yet. 


Chrono Trigger 

Super NES • Squaresoft • 1995 
There are many reasons why Chrono Trigger is so 

` great, but chief among them are the empowering 

time-traveling gameplay and the incredible 
soundtrack. As a collaboration between some of 
the best creators in the biz, it's no surprise that 
this game ended up an RPG masterpiece. 


jg Super Mario 3D Land 
N3DS • Nintendo е 2011 

One of the great things about the Mario series 
is that its many incarnations means there's a 
variety of gameplay styles to return to. After so 
many recent entries focused on fast, party-style 
action (à la New Super Mario Bros.) or exploration 
(like Super Mario Galaxy), Super Mario 3D Land's 
NES-style deliberate gameplay and dense level 
design was new and exciting again. Full of stun- 
ning 3D effects that actually affected gameplay, 
players couldn't ask for more from the N3DS 
handheld's inaugural Mario game. 


Metroid Prime 
GameCube • Nintendo • 2002 
Despite great controversy over Metroid being 
remade as a first-person shooter by a newly 
formed Western development studio, Metroid 
Prime launched to widespread 
critical acclaim for its deft 
balance of classic Metroid 
play mechanics and 
first-person exploration 
4 and combat. The Metroid 
Prime series proved that 
| the FPS genre could support 
1 strategy and exploration as 
ПІ well as fast action—a lesson 
f j that to this day remains lost 
~ onthe rest of the industry. 
That makes Metroid Prime all 
the more special. 
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16 Super Mario Bros. 
NES • Nintendo • 1985 


What more can we say about the original Super 
Mario Bros. that hasn't already been said? 

It defined a genre and made Mario into the 
superstar that he is today. Even now, we find 
saving the princess exhilarating. 


15 Super Mario Galaxy 2 
Wii « Nintendo • 2010 
The first Super Mario Galaxy was so jam-packed 
with originality and gravity-defying fun that it 
seemed like no game could ever touch it-and 
then the sequel arrived, delivering fantastic new 


worlds, new power-up suits, and more platform- . 


ing brilliance (plus the return of Yoshi!). 


14 Super Mario 64 
Nintendo 64» Nintendo • 1996 

Onalist of the most impactful games ever made, 
Super Mario 64 could vie for the top spot. It may 
not have been the first 3D game most people 
played, but it was light years beyond those 
such as Star Fox and the early releases on the 
Nintendo 64's rival platforms. Its controls and 
graphics haven't aged well, but this ground- 
breaking title proved that Mario's trademark 
mix of platforming and exploration could work 
in 3D, and that the shift in perspective could 
create jaw-dropping moments that would never 
be possible in just two dimensions. 


13 Elite Beat Agents 
DS • Nintendo • 2006 
This quirky rhythm game is perfectly designed to 
take advantage of the DS system's dual screens 
and touch capabilities. Just don't make us play 
the Christmas stage again. We get all weepy. 


1. Metal Gear Solid: 
Snake Eater 3D 


2. Professor Layton and the 
Unwound Future 


3. Nine Hours, Nine Persons, 
Nine Doors 


4. Silent Hill: 
Shattered Memories 


5. Klonoa 


jp The Legend of Zelda 
NES • Nintendo • 1987 

The Legend of Zelda was a rare NES title inspired 
not by a specific style of play or setting, but an 
attempt to capture the thrill of exploration and 
discovery. It succeeded with aplomb, ushering 
in a new style of gameplay built more on finding 
secrets and solving puzzles than on fast-reflex 
fighting. Beyond standing as a triumph in its 
own right, many of the creations inspired by 
the original Legend of Zelda rank among the 
greatest games ever made. 


11 The Legend of Zelda: 
Skyward Sword 
Wii « Nintendo • 2011 
Built from the ground up for Wii, Skyward Sword 
realized the potential of motion controls like few 
other titles and stood out as one of the console's 
most beautiful games. It also boasts some of 
the best storytelling in the series, as well as our 
favorite take on the Zelda character to date. 
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jo Resident Evil 4 
GameCube • Capcom • 2005 

Leon’s arrival at the first village. Facing off 
against El Gigante. The mine-cart ride. Going 
knife to knife with Krauser. Hearing the mer- 
chant tell you he'll buy at a high price. Resident 
Evil 4 is packed with one memorable moment 
after the next, delivering an ambitious reinven- 
tion of survival-horror that blew away even our 
sky-high expectations. That accomplishment 
is even more impressive given the game's long, 
tumultuous development cycle, during which the 
creative team experimented with four different 
approaches that were ultimately scrapped. 
The final product is incredibly immersive and 
masterfully paced, and a number of big-name 
developers have cited it as a major influence on 
their work. It's just a Shame that director Shinji 
Mikami ended up having to cut off his own head. 


09 The Legend of Zelda: 
The Wind Waker 

GameCube • Nintendo • 2003 
The wonderful thing about The Legend of Zelda 
games is that they start small and unfold into 
something grand. The Wind Waker exemplifies 
this better than many of its siblings: what 
starts off as a seemingly young-gamer-skewing 
adventure (due to its cartoony cel-shaded 
visual style) concludes with one of the most 
shocking moments in the entire franchise 
іп which—spoiler alert—Link finishes off 
Ganondorf by stabbing him through the 
forehead. 
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og Super Metroid 
Super NES • Nintendo • 1994 

The first two Metroid games are great and all, 
but if ever a sequel refined the concepts and 
mechanics of its predecessors, it's this one. 
Slowly building up Samus's repertoire of abilities 
as you explore Zebes is extremely satisfying, 
and the game features some of the most exciting 
boss encounters on the Super NES. It's a testa- 
ment to this title's longevity that nearly 20 years 
later, people are still playing the game to find the 
fastest path through the adventure. 


By the Numbers: Publishers 


оу Super Mario Bros. 3 
NES • Nintendo • 1990 

With a world map, inventory screen, imagina- 
tive new power-ups, and scores of secrets to 
uncover, Super Mario Bros. 3 broke from the 
series's arcade-action roots and expanded 
its breadth dramatically. SMB3 also delivered 
some of the tightest and most challenging 
level design ever seen in a Mario game. By 
offering a deeper action experience than 
could be found in arcades and selling millions 
of copies for it, Super Mario Bros. 3 marked a 
turning point for not just the series, but the 
entire gaming industry. 


06 Mega Man 2 
NES * Capcom • 1989 

Mega Man 2 is an almost-perfect video game. 
A labor of love by the folks at Capcom, this 
sequel refines the action-packed weapon- 
swiping formula of its predecessor while 
adding numerous enhancements (such as a 
password system). The result is a game with 
brilliant level design, cool weapons, distinc- 
tive bosses, pristine control, and some of the 
best graphics and music on the NES. And don't 
get us started on how cool the final battle is 
between Mega Man and Dr. Wily. 


Squaresoft/ 
Enix/ Namco! Aksys Electronic 
Sega SquareEnix Ubisoft Atlus Namco Bandai Tecmo Xseed Acclaim Games Arts 


Nintendo Capcom Natsume Other 
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Super Mario World 

Super NES • Nintendo • 1991 
Is there any sweeter experience as a game fan 
than bringing home a new Nintendo console and 
digging into its Mario launch title? Super Mario 
World delighted new Super NES owners by living 
up to its name and offering an entire world of 
delights to explore, with a vast overworld map 
and countless new game mechanics that have 
since become series mainstays. It used the new 
effects of the Super NES-things like transpar- 
ency, scaling, and rotation—tastefully and 
impactfully, making it the perfect introduction 


to one of the greatest game machines ever made. 


Final Fantasy Ill 

Super NES • Squaresoft • 1994 
Stunning graphics, a beautiful soundtrack, and 
alarge and memorable cast made Final Fantasy 
VI (then known as Final Fantasy III) the fran- 
chise's finest moment on a Nintendo platform. 
This was one of the first RPGs to attempt to tell 
a story through playable set pieces instead of 
dialogue and moving sprites alone, and legions 
of RPG fans remember the game's iconic 
opera-house and ghost-train segments to 
this day. This was a pivotal point in the 
Final Fantasy series's evolution from 
being focused on gameplay and explora- 
tion to being focused on storytelling. 
Many fans feel Final Fantasy III was 
the last game to strike a good balance 
between the two. 


Э Оһ mj heto, | =. 
so far away now. 
Will Lever see your smile? 
i 


Eam 


i 
І 
i 
і 
í 


E71 


Top 5: Franchises 


1. Mario (34 games) 
2. The Legend of Zelda 
(15 games) 
3. Mega Man (8 games) 
4. Final Fantasy (8 games) 
5. Castlevania (8 games) 


оз Super Mario Galaxy 
Wii « Nintendo * 2007 

It's a given that Mario games are great. Peruse 
this list, and you'll find plentiful examples of 
this fact-and you'll see that Super Mario Galaxy 
stands atop them all. The reasons are manifold: 
the jaw-dropping visuals illustrate the graphical 
abilities of the Wii console; the rock-solid 
controls make exploring the galaxy a joy; and 
Rosalina's storybook sequences give you an T ' 
intriguing, compelling reason to keep playing. : n TES 


бх 
These qualities and more make Super Mario »x2 #х0 
Galaxy a gaming masterpiece. ess 


o2 The Legend of Zelda: 
A Link to the Past 
AN Super NES • Nintendo • 1992 
R The Legend of Zelda: A Link to the Past 
introduced dozens of series mainstays (the 
Hookshot, the ocarina, heart pieces), but is 
perhaps more memorable for the degree 
to which it perfected the satisfying 
formula of the Zelda series. The 
game nailed the balance between 
open-world exploration and scripted 
storytelling, between familiarity and fresh- 
ness, and between satisfying challenge and 
well-paced progression. Its innovative 
Light World/Dark World concept was 
one of the most imaginative 
hooks to a video game 
ever, and is still being 
imitated today. 
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The Legend of Zelda: Ocarina of Time 


Nintendo 64 « Nintendo • 1998 


Whereas A Link to the Past perfected the of 3D software for years. What's most 
series's core mechanics and structure, impressive is that it managed to navigate 
Ocarina of Time added a sense of dramatic the incredibly difficult transition from 2D to 


scale and cinematic sweep that wasn't possi- 3D while delivering the series's finest story, 
ble in the series's 2D entries. A spectacularly most memorable dungeons, and a main 
innovative game, Ocarina of Time pioneered quest of then-unprecedented length. This is 
methods for dealing with the control and the quintessential entry in what has become 
camera issues that had bedeviled developers | gaming's most critically beloved series. 
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nthe late 1980s, during the height of the 

Nintendo Entertainment System's popular- 

ity, the masterminds at Nintendo had a 
vision—a way to interact with fans and enable 
them to get the most out of their Nintendo 
products. Back then, there was no standard 
way of disseminating the latest video game 
news, and although Nintendo had been publish- 
ing a quarterly Fun Club Newsletter, it wasn’t 


was coming next in the world of Nintendo and 
helping them maximize their enjoyment of cur- 
rent games. The result, of course, was Nintendo 
Power, a then-bimonthly magazine chock-full 
of previews, strategies, maps, and news on all 
things Nintendo. The first issue was released 
in the summer of 1988, with a circulation of 3.6 
million, and the rest, as they say, is history. 

The gaming landscape has evolved a lot 


many of the best titles can be carried with 
you and be played anyplace, anytime. Wired 
controllers are a thing of the past, and Control 
Pads and buttons have been joined by touch 
screens and motion controls. And Nintendo 
Power was there through it all. Though the 
magazine’s time has drawn to a close, it’s 
impossible to forget the amazing games, 
monumental events, and Nintendo-related 


enough. Nintendo wanted to provide gaming 
info on a much greater scale, giving their 
enthusiastic fan base a way to find out what 


since then. The NES gave way to the Super NES, 
Nintendo 64, GameCube, Wii, and now the Wii U 
console. Games are no longer confined to TVs; 


craziness that have appeared in these pages. So 
sit back, relax, and take a nostalgic look back at 
Nintendo Power's 24-plus-year history. => 
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14 Pages of Gory Details 


More Super Mario 2 


Powerful Pointers from 
Programmers and Pros 


THE SOURCE FOR NES PLAYERS STRAIGHT FROM THE PROS 


GREAT MOMENTS IN POWER 


[Left] The Vol. 2 cover is fondly remembered for giv- 
ing kids nightmares. [Below] Yes, that Cliff Blezinski. 
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If you were a gamer in 1988, 

then you're undoubtedly 

already very familiar with the 
first issue of Nintendo Power and its clay-sculpture 
Super Mario Bros. 2 cover. Vol. 1 set the tone for 
what Nintendo Power would be all about for years 
to come—massive strategy articles on the latest 
and most-popular games, full-color maps, cheat 
codes in Classified Information, gaming advice in 
Counselors' Corner, previews in Pak Watch, plus 
news, high scores, posters, contests, and more. 
For neophyte gamers, the maps were especially 


awesome-even if you didn't own the game in 
question and couldn't follow the accompanying 
tips, the maps often provided a way to thoroughly 
immerse yourself in the game's world. The first 
issue also introduced Nester, Nintendo Power's 
fictional mascot, who appeared in various places 
throughout the magazine and costarred with real- 
life Nintendo Fun Club president Howard Phillips in 
the Howard & Nester comic strip. 

Following the strong start, the subsequent 
issues refined the formula, delivering big articles 
on games such as Castlevania ІІ: Simon's Quest, 
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НЕМА MUSHROOM MAGIC MEANS 
MAXIMUM STRENGTH 


Blaster Master, Bionic Commando, Life Force, 
and Golgo 13. In addition to covering the games, 
early issues of NP reported on game-playing 
celebrities, including Kirk Cameron and Jay Leno 
(back when he owned a mere six cars). Speaking 
of going beyond the games, Nintendo Power Vol. 
3 is noteworthy for the inclusion of the first half 
of the “Captain Nintendo” short story, in whicha 
Nintendo employee gains superpowers and must 
fight video game villains that have come to life; 
the piece helped inspire the Captain N: The Game 
Master animated series. 
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[Right] Motion control circa 1989 was a 
terrifying sight to behold. 


Having established a recipe 
for success with its first 
few issues, Nintendo Power 


continued its winning ways in 1989. The NES 
hits kept coming, and so did previews and 
in-depth strategy articles in every issue of NP, 
including coverage of games such as Zelda 
II: The Adventure of Link (which was actually 
released in late 1988), Ninja Gaiden, Mega 
Man 2, DuckTales, Tetris, Dragon Warrior, and 
Teenage Mutant Ninja Turtles. There was even 
an early look at Super Mario Bros. 3. 

Upon hitting its first anniversary with Vol. 7, 
NP underwent some design changes, including 


the switch to a staple-bound format and the 
debut of the revamped letters column, dubbed 
Player’s Pulse. For the most part, though, NP 
remained the same, and it wasn’t long before 
there were more games to cover than ever 
before. The Game Boy made its first appear- 
ance in 1989, and NP was there to introduce 
the world to portable 8-bit gaming in all its 
monochromatic pea-green splendor; special 
sections of the magazine were carved out to 
cover the latest Game Boy titles. 

Other highlights of 1989 include coverage 
of the before-their-time U-Force and Power 
Glove controllers (sorry about that; we 


[Below] That's 
not a board 
game; it’s the 
Consumer 
Electronics 
Show, a verita- 
ble cornucopia 
of mindblow- 
ing gaming 
goodness. 


know they sucked), reports on game-related 
entertainment such as Captain N: The Game 
Master and The Wizard (they were pretty 
awful, too), a story on the Invent the Ultimate 
Video Game Contest (which was won by future 
comic-book superstar J. Scott Campbell), and 
an April Fool's Day joke about a Nintendo dog- 
care game-some 16 years before Nintendogs 
became a worldwide phenomenon. The year 
also saw the first Nintendo Power Awards (or 
the Nesters, as they were often called back 
then), in which Zelda Il took home the prize for 
1988's overall game of the year, as determined 
by reader votes. 
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Whether you were saving 
Gotham City in Batman, 
blasting through alien hordes 
in Super C, exploring the amazing realms of 
Final Fantasy, unlocking the zany mysteries of 
Maniac Mansion, or busting viruses in Dr. Mario, 
Nintendo Power was there to help you achieve 
victory. The biggest game of the year, though-in 
fact, at the time, you could argue that it was 
the biggest game ever—was Super Mario Bros. 
3. Areturn to the Koopa-stomping, mushroom- 
snagging, fireball-throwing, princess-rescuing 
action that made Mario a household name, Super 
Mario Bros. 3 was a monumental release for 
the NES, and it was accompanied by loads of NP 
coverage, including a unique behind-the-scenes 
look at the creation of the game in Vol. 10, and a 
big cover story in Vol. 11. Unsurprisingly, when 
Nintendo Power went monthly in the middle of 
the year, Super Mario Bros. 3 was there—Vol. 
13 was a strategy guide dedicated entirely to 
Mario's latest adventure. Starting with that 
volume, every other issue of NP was a full-length 
strategy guide; subsequent guides were devoted 
to Ninja Gaiden II: The Dark Sword of Chaos, the 


original Final Fantasy, and four-player 
NES games. 

1990 also introduced Nintendo Power's Now 
Playing reviews section, which was initially little 
more than a list with scores. More importantly, 
the year generated one of the most awesome 
promo offers in the history of magazines: new 
NP subscribers were given a free copy of Dragon 
Warrior for the NES! The promotion produced 
about half a million new subs. And speaking of 
cool free games, readers had an opportunity 
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Super 
Mario Bros. 
З received 
tons of 
coverage in 
Nintendo 
Power in 


1990. And 
for good 
reason-it 
was pretty 
much the 
biggest 
game ever! 


to win the highly desirable Nintendo World 
Championship Game Pak via the Player's Poll 
contest in Vol. 14; these days the game sells for 
thousands of dollars on the collector's market. 
Meanwhile, NP mascot Nester broke out of the 
printed page and made his first in-game appear- 
ance in NES Play Action Football. And even more 
excitement was just around the corner; 1990 
brought the first coverage of Nintendo's upcom- 
ing 16-bit Super Famicom system—which would 
be reborn in North America as the Super NES. 
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nounce that the next generation, 16-bit Super NES 
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After Howard Phillips left Nintendo [left], his pal 
Il to himself [below]. 


| | SO LONG МОМАК але LUCK! 


1991 is best remembered Vol. 21, then plenty of hardware features and Mega Man: Dr. Wily’s Revenge). Other highlights 

for one thing in the world of game previews as the system’s launch neared. included technical articles on the NES and 

Nintendo: the release of the Super Mario World became the first Super NES Game Pak memory chips; an explanation of the 
Super Nintendo Entertainment System, better game to get a cover feature (in Vol. 28), and Miracle Piano Teaching System (take that, Rock 
known as the Super NES. Featuring vastly games like F-Zero, Pilotwings, ActRaiser, and Band!); a memorable Player's Pulse photo of a 
superior graphics and sound, enhanced memory Final Fantasy II commanded attention. But Game Boy that got melted (and still worked!) 
and processing power, and plenty of hardware Nintendo's other systems weren't ignored; Vol. during Operation Desert Storm; an Ultimate 
tricks that could provide new gaming experi- 25 played host to a gargantuan 36-page feature Game Boy Design Contest; and a fond farewell to 
ences, the Super NES was the natural evolution on Tradewest's NES beat-'em-up Battletoads spokesman Howard Phillips, who left Nintendo 
of Nintendo gaming. Of course, Nintendo Power (perhaps the biggest article ever created for after 10 years to join Lucasfilm's games division. 
provided as much coverage as it could, starting asingle game in NP, not counting strategy With Phillips's departure, the Howard & Nester 
with looks at the Super Famicom, followed by guides), and Vol. 27 devoted the cover to a comic strip was retitled Nester's Adventures 
the official announcement of the Super NES in Game Boy title for the first time (specifically, starting in Vol. 26. 
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GamesRadar is 
FULLOFWIN 99 


by Marcello Almaguer 


Think guidebooks are too heavy? Is your computer too 
far away from your console? Do you hate standing up? 
If so, download our gift to couch potatoes! 


Future 
gamesradar. www.gamesradar.com www.futureus.com 


BREAT MOMENTS IN POWER 


S9 
Na 


PLAYING 


TWO GUYS’ OPINIONS ON THE LATEST RELEASES 


Cosmic Omo; 


nom төре! 

S Paint, Nintendo's newest Super NIS. š 
release, isa departure lom the action adver 
M expect ICs an inno 


[Above-right] Everyone was excited about CD-ROM technology in 
1992, but this article ended up being severely premature. 


With three Nintendo systems a new look for Nintendo Power, featuring more section. Described as "two guys' opinions on the 
1992 bringing the fun, there was angular designs, color coding for each game latest releases," the section involved NP editors 
no shortage of great games system, and a cleaner appearance overall. George Sinfield and Rob Noel bantering about 
to read about in 1992. From Mega Man 4 and And the changes weren't just cosmetic. Vol. 32 new releases, podcast-style. The controversial 
Teenage Mutant Ninja Turtles III on the NES introduced ongoing manga strips based on the section was clearly ahead of its time, and the 
to Super Mario Kart and Mario Paint on Super Super Mario series and A Link to the Past and column reverted to a more traditional format a 
NES to Super Mario Land 2: 6 Golden Coins and debuted the revamped Now Playing reviews year later. 


Kirby's Dream Land on Game Boy, there were 
great games everywhere players looked. Two of 
the most anticipated—and heavily covered—were 
The Legend of Zelda: A Link to the Past (which 
was, strangely enough, once referred to as 
Zelda IV in the pages of the magazine) and the 
Super NES adaptation of arcade megahit Street 
Fighter 11: The World Warrior. Players also looked 
toward the future—an article in Vol. 35 touted the 
benefits of the eventually cancelled Super NES 
CD-ROM, and a piece in Vol. 37 focused on arcade 
games, many of which the editors hoped would 
eventually be ported to Nintendo systems. (Some 
were; most weren't.) 

As for the magazine itself, 1992 ushered in 


NPS COOLEST COVERS 


Over the course of 285 issues of Nintendo Power, there have been more than 300 covers once you include variants and 
subscriber-only versions. Here are our favorites. 
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VOL. 67 VOL. 211 VOL. 216 VOL. 250 (subscriber version) VOL. 253 (subscriber version) 
Earthworm Jim is an It’s hard to go wrong with Fantasy takes flight against Retro Mega Man is Subtle warmth permeates 
inspiration to annelids The Legend of Zelda. the gorgeous moon. totally gnarly. this Super Scribblenauts art. 
everywhere. 
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Star Fox was a pretty 
1993 big deal for Nintendo in 

1993, and the polygonal 
shooter got plenty of attention in NP, including 
previews, features, a comic strip, and a cover 
story. Even the Super FX chip—the microchip 
that made Star Fox’s true 3D gameplay pos- 
sible—received its own special coverage. As a 
polygonal game, however, Star Fox presented 
its own unique challenges for the magazine— 
you couldn't just show a 2D map built from 
screenshots to properly convey what the game 
was about, after all. Showcasing 3D games 
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[Above] Educational games Captain Novolin and Rex 
Ronan: Experimental Surgeon are 16-bit oddities. 

[Left] Let the sweat fly! Blood or no blood, Mortal Kombat 
was one of 1993's most anticipated games. 


in a way suitable to NP's style would remain 

a puzzling task for years to come. Fighting 
games were huge business, as well; two of the 
year's biggest hits were Street Fighter II Turbo 
and Mortal Kombat, and both were heavily 
covered in NP. Other major games included 
The Legend of Zelda: Link's Awakening, Super 
Mario All-Stars, Battletoads in Battlemaniacs, 
and The Magical Quest Starring Mickey Mouse. 
But NP didn't just focus on the big names; it 
also covered lesser-known oddities like Captain 
Novolin and Rex Ronan: Experimental Surgeon, 
two Super NES educational games that were 


T MM 


designed to entertain while teaching kids 
about diabetes and cigarettes, respectively. 
Additionally, NP readers got to hit the field in 
anew monthly Sports Scene section, unleash 
their inner mad scientists in a Mega Man 
boss-creation contest (of which two entries 
became actual Robot Masters in Mega Man 6), 
learn about the Super Mario Bros. theatrical 
film, and hear the early news about Nintendo's 
futuristic "Project Reality" hardware, which 
was being developed in collaboration with 
Silicon Graphics. It would be three years before 
the system was released as the Nintendo 64. 


PRO QUARTERBACK 
| ARRIVES 


FOOTBALL | BIG 
wina 


Nintendo Power started 
1994 with a bang. The 
January issue featured 


a snazzy silver embossed cover of Mega 
Man X, and on the inside of the magazine 
readers were treated to previews of many of 
the year's biggest games, including Super 
Metroid, Wario Land: Super Mario Land 

3, NBA Jam, and Ken Griffey Jr. Presents 
Major League Baseball, as well as a free set 
of Mega Man X pogs (remember those?), 

the first Power Supplies Catalog (which 
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allowed readers to purchase exclusive 
Nintendo merchandise), and a nifty article 
on Japan-only games (some of which, such 
as Dragon Quest V, came stateside only 
recently). As the year progressed, there 
was plenty of exciting new game coverage 
(such as scoops on Super Street Fighter II, 
Mortal Kombat Il, Donkey Kong for Game 
Boy, and Breath of Fire), as well as the latest 
electrifying hardware news: the release of 
the Super Game Boy (which allowed you to 
play Game Boy games on the Super NES), the 


Project Reality, the technology and the system, have 
officially been named Nintendo ULTRA 647. A sec- 
ond title for the new system has also been announced. 


Cruis'n USA, à racing game, along with the previous- 
ly-announced game, Killer Instinct, will be among the 
first games available for the Nintendo ULTRA -64 
home system in 1995, The games are being previewed 
at the Summer С в :5 іп e DICER on June 22, 1994. 


.see the Williams article 
beginning on page 56 for 
more information... 


[Above] Fans eagerly awaited every bit of 
news about Nintendo's 64-hit system. 


evolution of the Project Reality system into 
the not-quite-finally named Nintendo Ultra 
64, and the announcement of Nintendo's 

VR 32 portable 3D game system (which was 
later renamed Virtual Boy). Things really 
began to heat up on the Super NES front 
toward the end of the year with the release 
of some of the system's greatest titles. Super 
Punch-Out!!, Earthworm Jim, Final Fantasy 
III (known as Final Fantasy VI in Japan), and 
the earth-shattering Donkey Kong Country all 
garnered big coverage in Nintendo Power. 
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[Right] This 
contest didn't 
quite work out 
as planned. 


Nintendo Power readers 

discovered several design 

changes when they picked up 
their magazines in early 1995. Not only did Vol. 
68 introduce a new logo for the publication and 
an edgier, more “extreme” look overall, but Vol. 
70 saw the debut of the RPG-focused Epic Center 
section, which quickly grew to become one of the 
magazine's most popular destinations. It came at 
just the right time, (00-1995 saw the release of 
all-time greats EarthBound and Chrono Trigger, 
as well as lesser titles such as Secret of Evermore, 
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and an early look at Super Mario RPG: Legend of 
the Seven Stars. Meanwhile, there was plenty to 
report on in other parts of the Nintendo universe. 
The Game Boy was reborn in five colors (black, 
yellow, green, red, and clear) in the Play It Loud 
series; the Nintendo Ultra 64 continued to turn 
heads, even after it was delayed from its targeted 
1995 release date; combo-crazy Killer Instinct, 
originally publicized as an Ultra 64 game, was 
ported to the Super NES; online gaming came to 
Nintendo systems by way of the Xband modem; 
and the experimental Virtual Boy system hit 


FOUR COURAGEOUS KIDS FACE ULTIMATE TEST 
TEEN HEROES DEFY 
GALACTIC FIEND 


хо 


[ETT 
TO TEEN HERO 


ж "пс ТОЛИ 
aA (Бегеш | 
жә Be nan yasa whe | " 


Virtual Boy Opens the Door 
To в New World of Games 


VIR 


In Your Face бал ба 


North American store shelves in August 1995. 
Amidst all that, NP still had time to discuss two 
games that never saw the light of day: Star 

Fox II and the Super NES version of GoldenEye 
007 (which, of course, eventually ended up on 
Nintendo 64). Speaking of things that were never 
released, the Player's Poll in Vol. 77 offered the 
grand prize of being an extra in the movie The 
Mask II; the film got the axe after Jim Carrey 
turned down the starring role, although Son of 
the Mask did come out nearly 10 years later. To 
whoever won that contest: sorry. 
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Even more design changes 

were in store for Nintendo 

Power in 1996. Player's Pulse 
got an attitude-heavy new look, and, more 
significantly, Classified Information received 
a makeover that ditched the classic manila- 
envelope design (much to longtime readers' 
dismay). Coverage of Super NES, Game Boy, and 
even Virtual Boy games continued—some of the 
most notable being Super Mario RPG: Legend 
of the Seven Stars, Mega Man X3, Final Fight 3, 
and Donkey Kong Country 3—but most of the 
buzz was about the Nintendo 64, which was 
officially renamed from Nintendo Ultra 64 in 
early 1996. Throughout the course of the year 
there was loads of coverage about the system, 
its analog controller, and games such as the 
genre-redefining Super Mario 64, Pilotwings 64, 
Mario Kart 64, Wave Race 64, Star Fox 64 (see a 
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trend here?), Star Wars: Shadows of the Empire, 
Turok: Dinosaur Hunter, and others. There were 
even a few early screens of the game then known 
as The Legend of Zelda 64. In handheld news, 
the sleek and stylish Game Boy Pocket popped 


ACTUAL SIZE! 


[Right] The Classified Information redesign 
was the source of much controversy. Readers 
desperately missed the manila-envelope look. 
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up late in the year, while in Japan some upstart 
Game Boy game referred to as Pocket Monsters 
was causing a big hullabaloo. For the Nintendo 
Power editors, though, the most exciting news of 
the year might have been the release of Nester's 
Funky Bowling. Sure, it was a Virtual Boy title, 
but at long last NP's mascot had a video game of 
his very own! 
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TITLE TREATMENT 


The Nintendo Power logo has changed a few times over the years, but all of them have featured "racing stripes" extending from the words. 
Fun fact: the stripes were inspired by the racetrack-shaped oval of the Nintendo corporate logo. 
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1988 


By Nintendo standards, 1997 
was a fairly quiet year. The 
Nintendo 64 was finally out, 
but Super NES development had essentially 
dried up and the good ol’ Game Boy was showing 
its age. In addition, the shift to 3D game worlds 
meant unavoidable changes to NP’s coverage 
style—simple maps just didn’t cut the mustard like 
they used to. Despite such challenges, there were 
numerous N64 titles to get excited about, includ- 
ing Mario Kart 64, Star Fox 64, and The Legend of 
Zelda 64, which looked better and better with each 
passing month, but seemed so excruciatingly far 


First 


LOOK 


LEXIC. 
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away. Nintendo’s partnership with Rare continued 
to pay off, and Nintendo Power provided big 
coverage of unique destruction-oriented title Blast 
Corps, breakaway smash GoldenEye 007 (which 
set the standard for console first-person shooters 
for years to come), and holiday kart-racing hit 
Diddy Kong Racing. You could also find previews of 
Banjo-Kazooie and Conker's Quest for N64; the lat- 
ter started life as a supercute platformer and went 
through countless changes before finally being 
released as Conker's Bad Fur Day in 2001. And that 
wasn't the only product with a rough development 
cycle to be found in NP's pages. Readers also got 
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There's 
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coverage! 
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to hear about the ill-fated 64DD disk-drive add 
on for the N64 (it was released only in Japan and 
received minimal support) and EarthBound 64, 
which was intended as a 64DD title before being 
tragically canceled. On the brighter side, 1997 
marked Nintendo Power's 100-issue celebration, 
which was commemorated with the “100 coolest 
codes ever," 100 tips for GoldenEye 007, and NP's 
list of the 100 best games of all time. Super Mario 
64 was ranked #1; The Legend of Zelda: A Link to 
the Past took home #2. The issue also introduced 
a new reviews section that offered a definitive 
overall score for each game on a 10-point scale. 
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The Nintendo 64 was very 
well established by 1998, 
so it should come as little 


surprise that the bulk of the year’s Nintendo 
Power coverage was dedicated to the system, 
starting with a feature on Nintendo Space 
World, the company’s Japanese trade show. 
Highlights included a peek at Mario Artist, 
which would eventually be released for the 
Japan-only 64DD add-on. The other big title 
was Zelda 64, which would finally hit stores 
late in 1998 as the amazing The Legend of 
Zelda: Ocarina of Time. 

Throughout the year, we would see more 
and more of Link’s time-traveling adventure, 
along with other big-name N64 titles such 
as F-Zero X, Paper Mario (referred to at the 
time as Super Mario RPG 2), Banjo-Kazooie, 
Star Wars Rogue Squadron, Turok 2, and 
Castlevania. We also got our first look at the 
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infamous Superman game (commonly referred 
to as Superman 64). Certainly more interesting 
is the brief glimpse of Robotech: Crystal 
Dreams, an N64 game that would never see 
the light of day. 

Despite the focus on the N64, portable gam- 
ing was far from ignored. A good amount of 
press was given to the Game Boy Camera, and 
there was much hype around the release of the 
Game Boy Color. The most important portable- 
gaming event of the year, however, was the 
US debut of alittle game called Pokémon. 

The May issue included an extensive feature 
describing this new phenomenon that was just 
reaching these shores. 

In July, Nintendo Power celebrated its 10th 
anniversary with a look back at the previous 
decade and some of the most important 
Nintendo-related events that occurred during 
that time. 
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[Above] Digital photography has come a 
long way since 1998's Game Boy Camera. 
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Nintendo Power opened 
1999 1999 with an article in which 

Mario and Wario made 
predictions for the upcoming year, including 
Mario's belief that The Legend of Zelda: Ocarina 
of Time would be the “Game of the Century.” 
Wario insisted that the title would go to a golf 
game called Ganondorf on Golf starring himself 
and Link's archnemesis. Equally amusing was a 
"Beware the Y2K Bug" article in the April issue 
that assured paranoid gamers they could rest 
easy-the Nintendo 64 was Y2K compliant. 

It’s a good thing that the N64 didn't short 
out at the turn of the century; as the year's 
coverage proved, there were still plenty of 
great games for the system. This year marked 
the beginning of the long-running Mario Party 
and Super Smash Bros. series. Fan favorites 


like Pokémon Snap, Goemon's Great Adventure, 


and WWF WrestleMania 2000 were introduced 
in 1999, as well. Donkey Kong 64 brought the 
big ape back into the spotlight, and we mar- 
veled at Capcom's ability to cram Resident Evil 
2 onto an N64 cartridge. Broadening the N64's 
audience was a pair of popular PC titles that 
were headed to the console; both Command 

& Conquer and StarCraft 64 were shown off in 


the magazine. 

Pokémon Snap wasn't the only big Pokémon 
news of the year. In fact, the franchise had 
grown so popular by this point that the April 
issue marked the debut of PokéCenter, a 
monthly feature that explored all aspects of 
the series, including the games, anime, and 
merchandise. There were even Pokémon 
giveaway contests in which lucky readers could 
win exclusive Pokémon such as Surfing Pikachu 
and Mew. 


Some of the more amusing tidbits from 1999 


include an ad for a Tommy Hilfiger-branded 


Game Boy Color, an article about the upcoming 


N64 game Perfect Dark that showed off the 
game's ability to import your own face via the 
Game Boy Camera (a feature that would ulti- 
mately be removed), and the very first ad from 
longtime Nintendo Power advertiser Songbird 
Ocarina. The December issue also contained 
the debut of the oddly titled handheld section 
Game Boy A-Go-Go. Far out. 


ШТтоммү HILFIGE | [Below] Gamers always wondered what would happen if 


ought Link. Super Smash Bros. let them find out! 
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The dawn of the new millen- 

nium was a grand year for 

Nintendo Power readers. 
There was certainly a wealth of popular titles 
to read about-the N64 saw classics such as 
Tony Hawk's Pro Skater, Perfect Dark, Kirby 64: 
The Crystal Shards, Mega Man 64, Mario Tennis, 
and The Legend of Zelda: Majora's Mask. It 
wasn't released until February of the following 
year, but Paper Mario also made a huge splash 
in Nintendo Power during 2000. Before E3 
finally cleared up the game's official title, it 
had previously been referred to as Super Mario 
RPG 2, Super Mario Adventure, and Paper Mario 
Story in the magazine's pages, and it was on the 
Player's Most Wanted list in the Power Charts 
section for nearly the entire year (alongside 
Dolphin, the code-name for Nintendo's next 
home console). Nintendo Power also gained 
a Power Online section this year, meant to 
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inform readers of various websites and online 
promotions Nintendo created for upcoming and 
popular titles. 

After going strong for two years in North 
America, the Pokémon craze was at a great 
height in 2000. In that year alone, we covered 
six Pokémon game releases: Pokémon Gold and 
Silver Versions; Pokémon Stadium; Pokémon 
Trading Card Game (for Game Boy Color); 
Pokémon Puzzle League; and Hey You, Pikachu! 
(as well as a Pikachu-themed N64 console) were 
all released in close succession in 2000. And 
as if it weren't already a wonderful time to be 
a Pokémon fan, the November and December 
issues of Nintendo Power featured a special 
Pokémon manga based on the popular Pokémon 
TV series. 

But the best was yet to come. After much 
anticipation, Nintendo revealed Project Dolphin 
to be the GameCube (which appeared alongside 


[Left] This wacky Nintendo-themed tabloid 
was included in the April 2000 issue of NP 


as an April Fool’s Day gag. [Below] Majora's 
Mask is weird, but it sure is awesome. 
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a stunning new Legend of Zelda demo), and the 
Game Boy Advance had its coming-out party at 
the Nintendo Space World show in Japan, setting 
the stage for a thrilling 2001. 
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OH. BROTHER! GHOSTS. GHOULS AND ROOMS FULL OF 
BOOS KEEP 10161 SPOOKED IN HIS STARRING DEBUT—A 
SPECIAL EFFECTS SHOWCASE FOR NINTENDO CAMECUBE! 


F-ZERO MAXIMUM VELOCITY 
RAYMAN ADVANCE 

TONY HAWK'S PRO SKATER 2 
CASTLEVANIA: CIRCLE OF THE MOON 
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Excitement for the Game 

Boy Advance and GameCube 

continued to rise, culminating 
with their releases in June and November, 
respectively, and firmly concluding the Nintendo 
64 and Game Boy Color eras. Nintendo Power's 
content for the year reflected this transition, 
detailing the must-have titles for the outgoing 
hardware generation- Paper Mario, Mario Party 
3, and Pokémon Stadium for N64, and Pokémon 
Crystal Version and The Legend of Zelda: Oracle of 
Seasons and Oracle of Ages for Game Boy Color— 
while simultaneously providing in-depth looks at 
Nintendo's next generation of systems. Coinciding 


with the change, Nintendo Power's logo evolved 
in the April issue. The traditional yellow-and-red 
color scheme was traded for a black-and-white, 

more-modern font. 

The Game Boy Advance launch resulted in 
plenty of great game coverage, including articles 
on Super Mario Advance, Mario Kart: Super 
Circuit, Wario Land 4, and Castlevania: Circle of 
the Moon, as well as Advance Wars and Golden 
Sun-two titles that would begin successful 
franchises of their own. In July, Nintendo Power 
launched its own quarterly spin-off—Nintendo 
Power Advance- devoted exclusively to in-depth 
coverage of the handheld. Subscribers received 


the first issue as a complimentary gift, and three 
more issues were produced (the final being a guide 
for Super Mario Advance 2: Super Mario World) 
before it ceased publication the following year. 
November 2001 was a momentous month for 
Nintendo Power. Not only did the issue celebrate 
the long-anticipated release of our favorite 
purple cube with a Luigi's Mansion cover story, 
but it marked the 150th issue of the magazine. 
unsurprisingly, we celebrated the sesquicenten- 
nial milestone with tons of retro-y goodness. The 
following issue, however, was arguably an even 
bigger affair—it contained a Super Smash Bros. 
Melee cover story and a feature article on Pikmin. 
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[Right] Role-playing game Golden Sun was one of the 


best original titles to hit the Game Boy Advance. 
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There was a lot to report 
2002 in 2002 in regards to 

Nintendo's leadership. 
Throughout the year, Nintendo Power pro- 
vided details about the retirement of Minoru 
Arakawa, the founder and original president of 
Nintendo of America; he was soon replaced by 
current president Tatsumi Kimishima. Likewise, 
the July issue reported the news that Hiroshi 
Yamauchi, the man who served as Nintendo's 
worldwide president for 53 years, was stepping 
down from his position. 

These corporate shakeups didn't stop 

the influx of new games, though—both the 
GameCube and Game Boy Advance continued 


to thrive. Nintendo Power featured large 
articles on such big titles as The Legend of 
Zelda: The Wind Waker (which generated 
considerable controversy for its daring new 
artistic style), Metroid Prime, Super Mario 
Sunshine, Mega Man Zero, and Metroid Fusion. 
New peripherals like the GameCube WaveBird 
wireless controller and the Game Boy Advance 
e-Reader received extended coverage, as well. 
In an effort to get readers more involved in 
the game-making process, Nintendo teamed 
up with the DigiPen Institute of Technology to 
debut Project FUN, an online game-creation 
tool. Starting with the July issue, monthly 
columns would give potential game designers 


tips and advice on how to take advantage of 
DigiPen's software. 

Role-playing fans had a good reason to 
celebrate in 2002, as the first issue of the year 
saw the return of Epic Center (which quietly 
faded away around 1997). Throughout the 
year, the section discussed such games as Final 
Fantasy Tactics Advance and Lunar Legend. In 
November, another regular column debuted: 
The Crossing Guardian was a monthly look at 
Animal Crossing for GameCube. Since events 
happen in real time in the world of Animal 
Crossing, the column provided readers with 
a peek at some of the activities that would be 
unfolding in the coming month. 
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If you weren't already a 
Nintendo Power subscriber, 
2003 provided a couple 


of great incentives. With the January issue 
subscribers received a bonus pack-in CD titled 
Smashing Live!, which featured excellent 
orchestral versions of the music from Super 
Smash Bros. Melee. (The issue included an 
Animal Crossing calendar poster, too.) Toward 
the end of the year, fans had the opportunity 
to snag a limited-edition The Legend of Zelda: 
Collector's Edition disc for GameCube-which 
included ports of the original Legend of Zelda, 
Zelda Il, Ocarina of Time, and Majora's Mask-if 
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they renewed or purchased a subscription to 
Nintendo Power. 

Both the GameCube and Game Boy Advance 
continued to build steam throughout 2003 with 
strong software lineups. For Game Boy Advance, 
these included Pokémon Ruby and Sapphire 
Versions; Golden Sun: The Lost Age; Castlevania: 
Aria of Sorrow; WarioWare, Inc.: Mega 
Microgame$!; Final Fantasy Tactics Advance; 
and Fire Emblem. GameCube owners would 
read about titles such as The Legend of Zelda: 
The Wind Waker (as well as its pre-order bonus, 
which included The Legend of Zelda: Ocarina of 
Time Master Quest), Soul Calibur Il, F-Zero СХ, 


[Left] Long denied to North American pla 
finally crossed the cin 2003 and lan 


Billy Hatcher and the Giant Egg, Viewtiful Joe, 
and Kirby Air Ride, which was complemented 
by a special Kirby Air Ride comic featured in the 
November and December issues. And although 
the GBA e-Reader was released in 2002, Nintendo 
Power continued to promote the peripheral 
through the end of 2003 with three specials, 
as well as an EON Ticket e-Reader card, which 
allowed Pokémon players to travel to a special 
island once they had defeated the Elite Four. 
Other noteworthy features in 2003 included 
a three-part Metroid Prime comic, spotlights on 
game companies such as Capcom and Ubisoft, 
and the continuation of Project FUN. 


the excellent Fire Emblem strategy-RPG series 
Game Boy Advance. 
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Beyond Good & Evil [above] and Metal Gear Sol 
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Snakes [left] are two of the best third-party titles on GameCube. 


Coming off of a stellar 2003 

holiday season, the January 

issue of Nintendo Power 
focused on many of the previous year’s big- 
name titles such as Mario Kart: Double Dash!!, 
Mario & Luigi: Superstar Saga, Fire Emblem, 
Beyond Good & Evil, 1080° Avalanche, Kirby 
Air Ride, and Mario Party 5. 2004 continued 
with even more hot games, including Pokémon 
FireRed and LeafGreen Versions, Final Fantasy 
Crystal Chronicles, Metroid Prime 2: Echoes, 
Paper Mario: The Thousand-Year Door, The 
Legend of Zelda: Four Swords Adventures, 
Metal Gear Solid: The Twin Snakes, Kingdom 
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Hearts: Chain of Memories, Metroid: Zero 
Mission, and Astro Boy: Omega Factor. And who 
could forget the emotional unveiling of The 
Legend of Zelda: Twilight Princess at Nintendo's 
2004 E3 press conference? 

Even retro gaming got some love in 2004. 
Nintendo Power dedicated several pages to 
the NES Classics collection for the Game Boy 
Advance, which saw the rerelease of such hits as 
Super Mario Bros., The Legend of Zelda, Donkey 
Kong, and Castlevania. The popular NES game 
River City Ransom received an upgrade for GBA, 
but sadly, Capcom's Mega Man Mania, a compi- 
lation of the five Game Boy Mega Man titles, was 


never released (even though it was advertised 
in the April issue). Perhaps the biggest news of 
the year was the announcement of Nintendo's 
latest handheld system, the Nintendo DS. 
Nintendo Power revealed the system in the July 
issue, and it landed on shelves in November. 

A few swell bonus goodies were provided 
with issues of the magazine in 2004. You could 
celebrate the election year with some "Mario for 
President" stickers, decorate your abode with 
reusable Pikmin 2-themed static clings, enjoy 
Metal Gear Solid and Custom Robo comics, and 
swipe a GBA e-Reader card that contained a 
Kirby slide puzzle. 


A TRUE BEAUTY—INSIOL AND OUT 


OLVELOPERS OUT IN FULL FORCE 


2005 wasn't just a big year 
for Nintendo Power- it 
was absolutely huge. 


In Vol. 193 the magazine received its most 
significant redesign ever, resulting in a cleaner 
look with big, bold art and screenshots, and 

a vastly improved structure that allowed for 
astrong emphasis on cutting-edge news and 
previews, and made room for expanded, more- 
informative reviews. New departments-such 
as the fan-driven Community section—were 
added, while old standbys such as Classified 
Information and Pulse (renamed from Player's 
Pulse in late 2004) were modernized. The 
magazine's logo was redone, as well. Partially 
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LINKIN A 
NEW LIGHT 
The Zelda 


Series goes 
where no 


Link has 
dared: older, 
darker and 
much hairier. 


By Steven Grimm 


as aresponse to the abundance of similar info 
available on the Internet, NP de-emphasized its 
strategy coverage somewhat, while injecting 
even more variety and humor into its feature 
articles. In 2005 readers could see the NP 

crew acting out microgames from WarioWare: 
Touched!, bear witness to a fake “rejected” 
Mario redesign, check out an NP production 
assistant donning a Mario costume to prepare 
for Dance Dance Revolution: Mario Mix, and 
more. In addition, a regular Inside Zelda 
section was added, providing monthly insights 
from various members of the Legend of Zelda: 
Twilight Princess development team. Of course, 
there was no lack of other great games to talk 


[Right] 
Inside 
Zelda 
provided 
unique 
access to 
NP 
readers. 


Find Your 
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about—the Nintendo DS came into its own with 
titles such as Mario Kart DS, Nintendogs, Mario 
& Luigi: Partners in Time, Phoenix Wright: Ace 
Attorney, Trauma Center: Under the Knife, 
Trace Memory, and Castlevania: Dawn of 
Sorrow. Meanwhile, Resident Evil 4, Star Fox 
Assault, Donkey Konga, Fire Emblem: Path 

of Radiance, The Legend of Zelda: The Minish 
Cap, and Pokémon Emerald Version kept 
things interesting on GameCube and Game Boy 
Advance. On top of everything else, this was 
the year that Nintendo unveiled the Wii Remote 
controller—back when the system was still 
codenamed Revolution-setting the stage for 
breakout success. 
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2006 began with plenty 
2006 of excitement—February 

marked the release of 
NP's 200th issue, after all! To celebrate, Vol. 
200 featured a special congratulatory drawing 
from none other than Shigeru Miyamoto 
himself, plus a poster of Nintendo's biggest 
stars drawn by comic-book artist J. Scott 
Campbell. The issue also contained a set of 
retro-tastic stickers and the conclusion of NP's 
list of the top 200 games ever made; this time, 
the winning spot went to The Legend of Zelda: 


Ocarina of Time, followed by Resident Evil 4, 
The Legend of Zelda: A Link to the Past, The 
Legend of Zelda: The Wind Waker, and Super 
Mario 64. New sections appeared in the maga- 
zine, too: the short-lived Point/Counterpoint, 
in which two editors debated a hot gaming 
topic, debuted in Vol. 200, and Playback, which 
spotlighted a classic game, first appeared in 
Vol. 201 with a look at Earthworm Jim. 

Games such as the trendsetting Brain Age 
and New Super Mario Bros.—Mario's first 2D 
side-scroller in more than a decade—grabbed 


big headlines early in the year, but the latter 
half was dominated by news of the Wii console. 
Leading up to the system's release, NP 
provided tons of info about the innovative new 
hardware, its controller, its built-in software 
features (Virtual Console, for example), 

and numerous launch games, including The 
Legend of Zelda: Twilight Princess, Wii Sports, 
Red Steel, Excite Truck, and Rayman Raving 
Rabbids. The DS wasn't ignored, either; Final 
Fantasy Ill and Elite Beat Agents were favorites 
among the NP staff. 


zu 
| Are Back *-* 


With the world still rejoicing 

over the release of the Wii 

console late the previous 
year, early 2007 issues were filled with 
launch-window goodness, including continuing 
coverage of The Legend of Zelda: Twilight 
Princess. (The issues were also filled with 
"lifestyle photography," which quickly became 
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The wait is finally over! Sega’s beloved 
purple jester returns for a Wil-exclusive 
sequel; NIGHTS: Journey of Dreams. 


the bane of the NP staff's existence.) As the 
year went on, the magazine introduced new 
regular sections such as the download-based 
Wii Channels in Vol. 212 and developer-interview 
section Power Profiles in Vol. 216, which kicked 
off with the legendary Shigeru Miyamoto. The 
magazine also continued to take advantage 

of its new focus and design by delivering fun 


[Above] At long last, the manila envelopes returned to 
Classified Information, complemented by classic codes. 


features such as the first look at Sega's long- 
anticipated sequel NiGHTS: Journey of Dreams, 
the exclusive reveal of Contra 4 for DS, a guide 
to making the most convincing Mii characters, 
a tongue-in-cheek article about how to use Wii 
to turn nongamers into gamers, and a cooking- 
game-based piece about culinary arts gone 
awry. But the tips and strategies the magazine 
was known for remained-in fact, Classified 
Information returned to cover Virtual Console 
games, complete with manila-envelope design! 
Major games such as Super Smash Bros. Brawl, 
Super Mario Galaxy, Pokémon Diamond and 
Pearl Versions, Super Paper Mario, Professor 
Layton and the Curious Village, and Metroid 
Prime 3: Corruption (which earned the first-ever 
perfect 10 on the current review scale) received 
plenty of coverage in NP’s pages, but behind the 
scenes, the big story was that Nintendo Power, 
after 19 years, would no longer be published by 
Nintendo itself. Starting with Vol. 222, publish- 
ing duties were handed over to Future US, Inc., 
and the printing schedule was bumped up to 13 
issues per year. 


| Sbigeru 
BELL e 


DECEMBER 2012 53 


BREAT MOMENTS IN POWER 


[Left] Even 
Mario cre- 
ator Shigeru 
Miyamoto 
took part in 
NP's 20th 
anniversary; 
he created this 
congratulatory 
drawing. 


Beginning at 
thé End : Б 


Nintendo Power turned 20 
years old in 2008, and boy 
did we party. Every issue was 


adorned with a special 20th-anniversary badge 
and contained a behind-the-scenes 20 Years of 
Nintendo Power retrospective article. For the 
anniversary proper, Vol. 231 was jam-packed 
with celebratory goodness, including exclusive 
reveals and new details on games such as Mega 
Man 9, Sonic Unleashed, Castlevania Judgment, 
and MadWorld, plus we provided a brand-new 
Nester comic and a sweet 20th-anniversary 
poster. We also went list-crazy by naming the 
top 20 games for every Nintendo system! (Well, 
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new take on Nintendo's beloved series, 
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except the Virtual Boy; it didn't even get 20 
games in North America.) To top it off, NP threw 
a birthday bash at the Nintendo World store in 
New York City (complete with games, cake, and 
a costume contest), where we got to hang out 
with hundreds of our awesome fans. Thanks to 
everyone who attended! 

Despite all the revelry, somehow we found 
time to keep making magazines, and in the 
process brought subtle design changes to the 
Pulse, Wii Channels, and Previews sections while 
essentially phasing out the strategy and bringing 
more informative features on titles like Mario Kart 
Wii, The World Ends with You, Castlevania: Order 


of Ecclesia, and Grand Theft Auto: Chinatown 
Wars (which, in Vol. 234, became the first game 
to receive a special subscriber-edition cover). 
This year also saw the introduction of a line of 
premium Nintendo Power newsstand-exclusive 
specials, such as thorough guides to the Wii and 
DS systems. 

Of course, we'd be remiss in not mentioning 
Vol. 229, where you'll find a Wii Fit Healthy 
Living through Gaming feature (in which Steve T. 
appeared without his pants), and a Next Issue page 
that claimed there was a clue hidden in an image 
of the moon. There wasn't really a clue, but it made 
us laugh and laugh and laugh. Our apologies. 
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Your Wish 
Ш is Granted 


2009 was a curious time for 

Nintendo systems. Both Wii 

and DS were going strong, but 
the industry didn't seem to know what to make of 
it all. Was the hardware built for casual gamers 
or hardcore gamers? The answer, of course, was 
both, but at Nintendo Power we continued to 
focus on the enthusiast audience that couldn't 
wait for the latest info on the biggest games and 
most-recent hardware innovations. First-party 
titles like New Super Mario Bros. Wii, The Legend 
of Zelda: Spirit Tracks, Punch-Out!!, Mario & 
Luigi: Bowser's Inside Story, Wii Sports Resort, 
and Pokémon Platinum Version were among 
the year's most resonant releases, but we also 
made sure that third-party games-including The 
Conduit, Kingdom Hearts 358/2 Days, Phantasy 
Star Ø, Muramasa: The Demon Blade, Resident 
Evil: The Darkside Chronicles, the fan-demanded 
Tatsunoko vs. Capcom: Ultimate All-Stars, and the 


criminally underappreciated Silent Hill: Shattered 
Memories-got the attention they deserved. 

The year also saw the growth of digitally 
distributed titles, especially after the launch of 
the Nintendo DSi system in April. In response, 
NP's Wii Channels section was creatively renamed 
Download, and throughout the year we covered 
a number of significant WiiWare and DSiWare 


games, such as Shantae: Risky's Revenge, the 
Tales of Monkey Island series, Contra ReBirth, 
Castlevania: The Adventure ReBirth, Final Fantasy 
IV: The After Years, Cave Story, And Yet It Moves, 
and La-Mulana. The section even celebrated 20 
years of the Sega Genesis through the eyes of 
Virtual Console—who would have imagined that 
could happen back in 1989!? 
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You win some, you lose some. These covers weren't exactly in the winner’s circle. 
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[Above] WarioWare D.I.Y. turned Nintendo Power's 
editors into small-time game designers. 


Lots of enormous 
franchises came out to play 
in 2010. Between Super 


Mario Galaxy 2, Metroid: Other M, Pokémon 
HeartGold and SoulSilver Versions, Sonic 
Colors, Donkey Kong Country Returns, Kirby’s 
Epic Yarn, Mega Man 10, and the rerelease 

of Super Mario All-Stars, it was a great year 
to be a Nintendo fan. A few other key series 
made a big splash in NP, as well: Dragon 
Quest IX: Sentinels of the Starry Skies finally 
came to North America and received a special 
gold-foil wraparound cover for NP Vol. 257, 
and when WarioWare D.I.Y. hit Nintendo DS, 
the NP editors created their own microgames 
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OUR FAVORITE BOWSER GAMES 


a 


to commemorate the occasion in Vol. 253; the 
games became publicly available that spring. 
As you can probably tell, the NP staff 
looks for any excuse for a party, and 2010 
gave us a few; in January NP hit the 250- 
issue mark, and we responded by listing the 
250 reasons we love Nintendo—everything 
from favorite heroes to best game tunes 
to Mega Man bosses to worst box art. Then 
at the end of the year, we celebrated the 
25th anniversary of the NES by getting the 
biggest names in the biz to comment on 
their favorite NES games. Not to toot our 
own horn, but getting Sonic co-creator Yuji 
Naka and Metal Gear creator Hideo Kojima to 


“My huge cake... 
Never got 
aslice.." 


"We SHAVE around 
here, minions” 


comment on the impact of Super Mario Bros. 
was pretty awesome. 

Other highlights of 2010 were Nintendo’s 
mind-blowing E3 reveal of the Nintendo 3DS 
handheld and the first hands-on with The 
Legend of Zelda: Skyward Sword; meanwhile, 
the magazine continued to evolve with a 
redesigned, more flexible previews section 
and a new Power Up section (formerly News), 
which added recurring columns such as the 
Power Quiz, Star Power (a spotlight on a 
beloved game character), Collector's Corner 
(featuring gaming toys and goods), and Warp 
Zone (a look at what was hot 5, 10, and 20 
years ago). 
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We're not gonna lie—there 
2011 wasn't a ton of gaming news 

at the beginning of 2011. 
(That's one of the reasons NP reverted to a 
12-issue-per-year schedule.) There were still 
exciting games to talk about-Mario Sports 
Mix, Radiant Historia, and Pokémon Black 
and White Versions, to name a few—but 
things were pretty quiet by typical standards. 
So we did what any sensible gaming publica- 


Both 


Do you prefer green eyes or potbellies? Traditiona platforming or unbridled speed? 
With Sonic Generations, you don't have 10 choose. 


tion would do: came up with wacky Nintendo- 
related features, such as speculating on what 
characters' new-year's resolutions might be 
and reflecting on the steamy relationships 

of our favorite gaming couples. Fortunately, 
it wasn't long before Nintendo 3DS arrived 
on the scene, and we endeavored to bring 
you every juicy detail on the portable 
powerhouse, including tips to get the most 
from your system, and coverage of games 


[Above] When Wii U debuted at E3 2011, NP was there to play the demos, marvel at the visu- 
als, and point out every little detail of the Wii U GamePad controller. 


like Super Street Fighter IV 3D Edition, Metal 
Gear Solid: Snake Eater 3D, Dead or Alive 
Dimensions, Resident Evil: Revelations, 

Star Fox 64 3D, and Sonic Generations. 
Furthermore, Nintendo announced the Wii U 
console, which meant the promise of a new 
era in gaming. 

Meanwhile, The Legend of Zelda was 
everywhere you looked in 2011. In addition 
to publishing a big cover story on The Legend 
of Zelda: Ocarina of Time 3D, we celebrated 
the series's 25th birthday in Japan with a 
series of retro articles, plus we geared up for 
the holiday launch of The Legend of Zelda: 
Skyward Sword—one of the most innovative 
games in the Zelda series and among the best 
games yet to grace Wii. Another milestone 
this year was the 20th anniversary of the 
Super NES, which we commemorated with 
a massive feature on our favorite games 
for that console. (In addition, the Game Boy 
Advance turned 10 and the Nintendo 64 
turned 15.) But soon we were too busy with 
the latest releases to concern ourselves with 
the past—Mario Kart 7, Super Mario 3D Land, 
and Kirby's Return to Dream Land kept us 
plenty occupied. Our only regret about 2011 
is that the long-awaited Mega Man Legends 3 
got canceled shortly after we went hands-on 
with it for an extensive preview article. 


BREAT MOMENTS IN POWER 


[Left] Kid Icarus 
ИЩ returned at long last! 


And here we are: 2012. It's 

been a long, fun, wild ride for 

Nintendo Power, but nothing 
lasts forever. Nonetheless, NP is planning to go 
out the same way it arrived: with the latest and 
greatest news about all things Nintendo. Aside 
from the demise of everybody's favorite gaming 
publication, 2012 has actually been pretty cool: 
the Nintendo 3DS XL was released; fan-demanded 
RPGs Xenoblade Chronicles and The Last Story 
finally arrived in North America, allowing Wii to 
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go out in style; Pokémon Conquest and Pokémon 
Black Version 2 and White Version 2 have kept 
DS owners entertained; and N3DS titles such as 
New Super Mario Bros. 2, Professor Layton and 
the Miracle Mask, Rhythm Thief & the Emperor's 
Treasure, Zero Escape: Virtue's Last Reward, 
Kingdom Hearts 3D: Dream Drop Distance, 
Theatrhythm Final Fantasy, and Paper Mario: 
Sticker Star continue to prove that nobody does 
portable gaming like Nintendo. And don't forget 
those NP-exclusive first looks at games like 


Castlevania: Lords of Shadow—Mirror of Fate and 
Shantae and the Pirate's Curse! Of course, Wii U 
fever has been burning all year-something we 
hope we've been able to alleviate with our fea- 
tures on Rayman Legends, ZombiU, Scribblenauts 
unlimited, New Super Mario Bros. U, Nintendo 
Land, and Assassin's Creed Ill, as well as Vol. 28475 
launch guide and this issue's Wii U reviews. We 
even brought back a bunch of former NP editors 
and came up with a totally sweet cover! Pretty 
awesome, right? Thanks for reading, everybody! 
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tonrir 1 al nrlitare naet and nraeant ra 
tendo Power editors past апо present гес 


s the good ship Nintendo Power 
A Sails into the sunset, we thought 

it might be fun to provide a few 
anecdotes from the folks who have kept her 


running over the years. On the following 
pages, the current editorial staff, as well 


all their favorite memories of the magazine 


as a number of NP alumni, reflect on their 
time at the magazine-not only sharing their 
fondest memories, but also taking this final 
opportunity to come clean and clear their 
consciences of anything that's been gnawing 


at them. 
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Steve Thomason 
(2003-2012) 
Editor in Chief 


5 One of the coolest things 
about working at the 
A magazine has been the 

opportunity to interview 

many of my favorite game developers-the likes 

of Shigeru Miyamoto, Koji Kondo, Michel Ancel, 

Yuji Naka, Warren Spector, Eiji Aonuma, Masahiro 

Sakurai, the Takahashi brothers, and Suda 51 

(my all-time favorite interviewee). Listening to 

so many brilliant creators discuss their craft has 

only deepened my affection for this fine art form, 

and almost without exception, these folks have 

proven as gracious as they are talented. 

But my favorite day of the past decade has to 
be September 13, 2008, when we held a shindig 
for the magazine's 20th anniversary at the 
Nintendo World store in New York. That morning, 
as the NP team strolled to the store from our 
nearby hotel, we saw hundreds of people lined 
up around the block. | wondered if there was 
something else going on nearby; ! just couldn't 
imagine that kind of turnout for our little maga- 
zine. But everyone really was there to celebrate 
with us, and that's when it hit home that people 
actually read this thing we work so hard on each 
month. Spending the day with some of them was 
awonderful and humbling experience that I will 
never forget. 

On the other hand, I wish I could forget giving 
an 8.0 to Shadow the Hedgehog in our review. 
| was young, stupid, and had an inexplicable 
weakness for any game starring hedgehogs. I 
apologize profusely to anyone who bought that 
abomination on account of my misguided praise. 
Also to anyone who was traumatized by my 
appearance sans pants in Vol. 229. 


Chris Hoffman 
(2005-2012) 
Senior Editor 


| have a lot of pleasant 
memories of Nintendo 
Power, both as a fan and 
as an editor. When I was a 
kid | read every issue from cover to cover; to 
this day, | still call extra lives "up-ones" due to 
the Howard & Nester comic from Vol. 6. One 
of my favorite experiences working on the 
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magazine was іп late 2006, leading ир to the 
Wii launch. For weeks, ! was in the office until 
the wee hours of the morning coauthoring the 
strategy guide for the fantastic Legend of Zelda: 
Twilight Princess and simultaneously working 
on a Twilight Princess interview and a multipage 
feature on Phoenix Wright: Ace Attorney Justice 
for All. Somehow in the middle of this | had a 
chance to challenge WWE wrestler Rey Mysterio 
to a game of Wii Sports Boxing! (I blame my loss 
on the fact that | wasn't wearing my glasses and 
because, um, I think he bribed the referee.) That 
time was exhausting, but it was a lot of fun. 

However, my fondest memory of working on 
Nintendo Power might be visiting the Nintendo 
World store in New York City for our 20th-anni- 
versary event in 2008. Seeing the enthusiasm 
of our dedicated fans up close and personal like 
that really put into perspective how fortunate 
I've been to be a part of Nintendo Power, and it 
made all the long hours and occasional stress 
even more worthwhile. A heartfelt thanks to 
everybody who showed up! 

Things I'm sorry for? Well...I’d like to apologize 
for the time | attacked my coworker Pete with 
a steel chair for an article on WWE SmackDown 
vs. Raw 2008 in Vol. 219. Um...no, not really. 
Actually, I'd like to apologize for putting a photo 
of a naked mole rat in Vol. 200. Ha! Just joking. 
Instead, | apologize for when I launched Chris 
Slate into outer space. Nah, that was fine, too. 
Who am I kidding? | regret nothing! 
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Justin Cheng 
(2007-2012) 
Associate Editor 


My childhood wish to work at 
Nintendo Power came true 
when I joined the staff back 
in 2007. We've had a lot of 
great issues, but one of my favorites is Vol. 250, 
in which we listed 250 reasons to love Nintendo. 
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Demat de Lohn, UF 


We put a lot of hours into that feature, but I 
think the result was well worth it. 

I'm also proud of how the Community section 
evolved over the years. When I first started 
managing that section, it was a couple of pages 
long and consisted of a handful of stories. By 
the end, however, it became one of the most 
interesting parts of the magazine (in my admit- 
tedly biased opinion, anyway). 

But what blew me away most during my time 
atthe magazine was the event at the Nintendo 
World store in New York celebrating 20 years of 
Nintendo Power. It was amazing to get that face- 
to-face interaction with our awesome readers. 

As for regrets...well, I'm ashamed to say that 
my only cover story—for Vol. 225, wherein | wrote 
about a bunch of music games—made for one 
of the worst covers іп the magazine's history. | 
also wish | hadn’t pushed so hard for that Indiana 
Jones and the Staff of Kings cover (Vol. 239). | 
think the lesson here is that | should stay away 
from covers. 
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Phil Theobald 
(2008-2012) 
Assistant Editor 


Nintendo Power debuted 
when | was in 8th grade (I'm 
old), and | was obsessed. 

| memorized every map, 
secret, and piece of artwork. | especially loved 
the early Howard & Nester comics as well as 
the Super Mario Adventures series and the 
Legend of Zelda: A Link to the Past manga that 
the magazine ran (back before we Americans 
knew what manga was). In my junior-high mind, 
working at Nintendo Power had to be about the 
coolest job in the world. Turns out | was right. 

I considered myself extremely lucky when I 
began doing freelance writing for Nintendo Power 
in 2008, and more so when I was brought on as a 
"real" writer in 2011. I've loved every moment. The 
team is one of the best that I've worked with, and 
each month we had a blast making sure each issue 
was as great as it could be. 

But | suppose I should apologize to Hoff for 
convincing our readers that he's a Brony. When 
| drew a picture of Rainbow Dash planting a 
kiss on his cheek in my Colors! 3D review, it was 
meant as a cheap gag. Once the issue hit the 
stands, however, word quickly spread about how 
Hoff must be a big fan of My Little Pony. He's not 
really a Brony, folks (as far as we know). 


Candace Cunningham 
(2002-2012) 
Copy Editor 


las 
т My first job out of college 
was at a strategy-guide 
publisher that competed 
with Nintendo. For any big 
Nintendo game release, our edict was simple: 
craft a book that would outshine and outsell 
Nintendo's Official Player's Guide. That was a 
tall order. Three years later, | found out why 
when | accepted a job at Nintendo Power. The 
staff was unprecedentedly game-obsessed, and, 
as a bonus, snarky (so much that each day for a 
stretch we awarded one staff member the cov- 
eted "sass helmet"). My favorite times among 10 
years of exceptional ones were strategy-guide 
crunch periods. Working through the night in an 
office complex where all but NP's department 
was dark, receiving manuscript from loopy writ- 
ers churning out text as quickly as their fingers 
could fly, and handing back the edited versions 
so we could check off one more batch of pages 
from our to-do list bred a camaraderie that is 
uncommon among coworkers. 

| have only two regrets as NP's time comes 
to an end: that we weren't able to transition the 
magazine to an electronic format (which might 
have allowed it to carry on), and that | never 
convinced Steve Thomason to stray from his 
"fried rice and a Coke, and may I please have 
a fork?” script when ordering lunch at Asian 
restaurants. 
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Alan Averill 
(2000-2005) 
Former Senior Writer 


| have a lot of good 

memories from working at 

Nintendo Power. Just being 

able to write for the maga- 
zine | read as a kid was pretty great. It was also 
my first professional writing job, which I'd been 
striving toward my entire life. And | was young 
and dumb and not married, so the 80-hour work 
weeks didn't seem too bad. 

In terms of the accomplishments that make 
me proudest, | have to call a tie. The first is 
resurrecting Epic Center—which took almost 
two years of harassing my managing editor. 

We ended up promoting some obscure and 
really awesome titles. (I think we were the only 
magazine to give Car Battler Joe any love. That 
is such a criminally overlooked game.) 
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The second is the final article | wrote for 
NP-a lengthy cover story on Killer 7. At the 
time, Nintendo Power was struggling with what 
kind of magazine it was going to be, and giving a 
cover to an M-rated game was a source of much 
debate. Killer 7 is kind of a mess, but it's one of 
the most ambitious titles I've ever played from a 
story perspective, and at the time the game was 
a huge mystery—no one even knew what it was, 
much less what it was about-so securing an 
exclusive first look was pretty special. 

And my most shameful moment? Well, | once 
said that Aidyn Chronicles wasn't all that bad, 

a statement for which I should be flogged in 
the street. I also said that І couldn't decide if | 
wanted to play Trigger Man or be kicked in the 
junk, when I clearly should have chosen to be 
kicked in the junk. But I think my all-time mea 
culpa has to go to my incessant, really kind of 
frothing support of the game Minority Report, 
which is nothing but 20 hours of tossing men 
through windows. Granted, that is really, really 


fun. But | gave that game five stars! That's 
almost as bad as Steve Thomason giving Billy 
Hatcher five stars. (Oh, wait. No, it isn't.) 

As a final note, I'd like to thank all the readers 
over the years, and especially the ones I inter- 
acted with via email, chats, and reader art. It 
made the long hours and the stress worthwhile 
when an envelope came in with a picture of a 
little blue slime doing something hilarious. And 
yes, I know that had everything to do with the 
slime and not me personally, but I still appreci- 
ated it. So thanks. 


Nate Bihldorff 
(1999-2000) 
Former Staff Writer 


During my time at Power | 
operated in a constant state 
of wonder. The 10-year-old 
kid in me came running to 
work every day wondering what game he'd get 
his grubby mitts on. | was reminded of that 
inner child every month when I worked on 
Player's Pulse. Back then, communiqués from 
Nintendo fans came in the mail. Colorful art, 
some of it unbelievably detailed, covered the 
envelopes, and though we published some of 
the best, we could never devote the amount of 
space they deserved. And the letters themselves 
ran the gamut from hilarious commentary to 
earnest devotion to heartbreaking tales of need. 
I would dig out from under those letters remem- 
bering what it felt like to be a kid opening a new 
Nintendo game, and that was a good thing. 
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There were occasional not-good things, 
though. | had barely been at work a month 
when a kid named Matthew Ball won our 1080° 
Snowboarding Player's Poll contest, and I, as 
an avid snowboarder, was chosen to take him 
and his guests to Whistler. Matthew hadn't 
snowboarded before, so he and his brand-new 
Lamar board took some lessons while the friend 


he'd brought along (who was an experienced 
rider) and I rode the rest of the mountain. 

Eventually we headed back to the bunny 
hill to check up on Matthew. Just as | spotted 
Matthew on the chairlift with his instructor 
(perfect photo op!), his friend caught his front 
edge and pitched forward. | was in photo mode 
and we had both been wiping out all over the 
place, so when he yelled, | didn't think much of 
it-1 told him I'd be right back and went over to 
snap my chairlift shot. 

When І came back, the kid was still lying 
there. | needed to get the Ski Patrol. There was 


а sled involved. A hospital. A broken collarbone. 


My "professional" life flashed before my eyes. 

As it turned out, everyone was amazingly cool 

about everything-we did some riding, spent 

oodles of quarters at the Whistler arcade, 

Matthew's buddy was incredibly good-natured 

with his arm in a sling, and I didn't get fired. 
Lucky me! 


Jessica Joffe Stein 
(1998-2006) 
Former Supervising Editor 


E 


< 
Working on NP was the 
А perfect combination of 
intellectual and creative 
challenge, with the opportunity to produce 
something people couldn't wait to receive. 

My fondest memory isn't having Kobe 
Bryant kiss my hand during a Nintendo Power 
Sweepstakes winner's postgame visit or 
editing the Conker's Bad Fur Day strategy 
guide—though that's definitely right up there. 
My single fondest memory was also one of 
my most humbling moments. In 2003, I flew 
to Ubisoft's studio in Montpellier, France, to 
interview Michel Ancel about Beyond Good & 
Evil. As we bantered, Monsieur Ancel started 
slipping more and more into French in his 
responses. He was tired of thinking in English. 
So I finished my interview questions in French, 
which put him at ease and gave me a wealth of 
information | might not have gotten otherwise. 
Sadly, the article | wrote for NP about this awe- 
some experience left out much of that detail. 
My only hope is that I redeemed myself through 
countless documented acts of humility in the 
pages of NP that followed. 
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Thank you, NP, for the opportunity to work 
harder than | ever thought І could and for letting 
me collaborate with a ridiculously talented team 
that helped millions of kids (and adults!) dream, 
play, and win. My Wii is on every weekend. 


Jason Leung 
(1996-2002) 
Former Senior Editor 
W. 4 Shortly after I started 
T. writing for the magazine, 
A I somehow became the 
spokesperson for all of 
Nintendo's publications and | starred in some 
videos where | was hawking Nintendo Power 
and the Official Player’s Guides. One infomercial 
played on a loop on the floor-to-ceiling video 
wall across from one of the conference rooms at 
Nintendo of America, so I'd cringe whenever we 
had a meeting there and my giant head would 
be visible through the room's window. The video 
also played at every Nintendo kiosk in every 
Target in America, and that's probably the most 
exposure | could ever get away with in that store 
without getting arrested for exhibitionism. 
People still claim they remember seeing me in 
those ads. 

Jenni [Villarreal] and | were the pranksters of 
the Nintendo Power staff, and we'd often do things 
to mess with the other geeks in the company. 
Once, we created a poster for a fake band called 
Orc Factor 5. It was a "rock 'n' role-playing” 
ORChestra performing at the local renaissance 
fayre's Yeti Expedition Benefit Concert. They were 
playing the stage between the leathersmith's tent 
and Ye Olde Cinnabon Shoppe. We posted it on 
the bulletin board by the cafeteria, and let's just 
say several geeks expressed interest in the band's 
singles, "Pewter Figurine" and "Hobbit (Ye Can't 
Stop It)." I'm looking at you, Alan. 


Scott Pelland 
(1988-2008) 
Former Managing Editor 


Working on Nintendo Power 
for nearly 20 years gave me 
many wonderful memories 
and accomplishments for 
which | am both grateful and proud. One that 
stands out was our launch of Final Fantasy for 
the NES. In the early 1990s, Mr. Arakawa (then 
president of NOA) was on a mission to increase 
the popularity of RPGs in North America. When 
Final Fantasy came to the US, marketing it fell to 
Nintendo Power, and | was assigned the project. 
What | cooked up was the Summer of Final 
Fantasy, several months of major reveals and 
contests leading up to the release of the game. 
We gave away crystal balls, special controller 
skins, suits of armor, and a Final Fantasy 
adventure in the Caribbean. That coverage and 
Nintendo Power's readers set the ball rolling on 
one of gaming's greatest success stories. 

Along with the good experiences came the bad: 
Virtual Boy. Several members of the NP staff, in 
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fact, had to be excused from working on Virtual 
Boy titles because playing the system made 
them nauseous. So promoting Virtual Boy and its 
games in the magazine was difficult. It was our 
job to cover Virtual Boy, but it was not a pleasure. 
It was one of the few times that I felt we were 
promoting a truly bad product, inasmuch as any 
product that makes you vomit is probably bad. 


co 


Chris Shepperd 
(1999-2008) 
Former Staff Writer 
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E | worked on dozens of 

— Nintendo Power issues over 

about eight years with the 

Ам magazine, and it's not my 
strong suit to pick out my 
favorite moments; those come and go. But I 
clearly remember the collective sense of pride 
when a freshly printed issue would land on our 
desks and we'd all take time to read the articles. 
Since we were usually working on our own stuff 
throughout each month, it was often the first 
time we got to see what everyone else had 
written. A few hundred thousand people might 
read your cover story, but there's nothing like 
defending to your peers what you wrote. It made 
me a better writer, a more-critical observer, and 
more capable of accepting criticism of my work. 
It was evident from watching the changes in 
the industry that Nintendo Power wasn't going 
to be around forever; but these moments stuck 
with me. 

I'm supposed to write a mea culpa here, but 
given that for about two years | was blamed 
for virtually everything that went wrong with 
the magazine, that would take a while. And of 
course it was really all Chris Hoffman's fault. 
I should probably apologize for giving Super 
Mario Galaxy a 9.5 instead of a 10 (I won't) or 
spoiling the best moments of Resident Evil 4 for 
Steve T. (nope). Instead I'll take the blame for 
there not being a sequel to Beyond Good & Evil 
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yet—for the amount of love I gave that game in 
NP over the years, I feel a karmic burden that 
a new game hasn't been released. Or maybe 
the lack of a Beyond Good & Evil sequel is why 
Nintendo Power is going away; in that case I'm 
off the hook...I think. 


Chris Slate 
(2007-2011) 
Former Editor in Chief 


Pw The anniversary issues were 
the most fun to create, and 
are the ones that I’m most 
proud of. | relished the chance 
to dig into Nintendo history and pull out my favor- 
ite moments to share with everyone else; it was 

a way to pay tribute to the games and creators 
that had entertained and inspired me. There was 
the 20th-anniversary issue (Vol. 231), for which 
we chose our top 20 games for each Nintendo 
system. On the newsstand it came wrapped 

in our best-ever polybag, a foil wrapper that 
featured Nintendo's most beloved characters. 
Our 250th issue included both my favorite NP 
cover (Mario surrounded by a ton of tiny nostalgic 
Nintendo images) and my favorite feature, a fun, 
scattershot look at pretty much everything we 
love about Nintendo, from classic characters to 
masterful mustaches. Then there was our NES 
25th-anniversary issue (Vol. 260), which gave me 
the chance to put my all-time favorite box art, the 
Raccoon Mario illustration from Super Mario Bros. 
3, on the cover. To me, the magic of the magazine 
always lay more in the shared history and pas- 
sions of its readership than in the news, previews, 
or reviews of any particular month. 


OUR BEST ISSUE 
OF THE YEAR! 


* Our Top 20 Games For Each Nintendo System 


> Exclusive Looks at 9 Major New Wii & 05 Games, including: 
MADWORLD o MEGA МАМ 9 ° Wii CASTLEVANIA * SONIC UNLEASHED: 


On the flip side, the standalone newsstand 
specials were always a challenge to conceive and 
create during our already-busy monthly grind. 
Although many of them were quite good, a few 
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(сочеһ-2009 Summer Game Guide) were, uh, not 
so good. But as | look back at my five years at NP, 
I'm happy to say that for every miss there were 
many more hits, and І got to geek out every day 
with a group of amazing guys who loved Nintendo 
gaming just as much as | did. 


Jenni Villarreal 
(1999-2002) 
Former Staff Writer 


There are so many things 
I'm proud of from my time at 
Nintendo Power. 

One of the most challenging 
things | did at NP was writing the Legend of Zelda: 
Oracle of Ages and Oracle of Seasons guide with 
Jason. We didn't have an English build of the games 
until it was time to fact-check. So we played both 
games in Japanese, and | learned a tiny amount of 
kanji (long since forgotten) to read the menu items. 
Then we had to play through the games again 
superfast in English to check our work against 
the book we'd written. | was the first person at 
Nintendo of America to get all 120 Shine Sprites in 
Super Mario Sunshine, which was way easier than 
playing a Zelda game in Japanese on a deadline. 

When we were working late, Jason and | liked to 


play stupid pranks. Our best was on Drew Williams. 
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He said he'd drink frosted pee and eat poop if the 
entire staff got Wide-Boy64s (N64-shaped carts 
that allowed you to play Game Boy/GBA games on 
your N64) for their desks. Well, we did. So for a 


week, we served Drew lemonade and poop-shaped 


foods (a slightly melted Baby Ruth, black beans 
piped from a tube, a hot-dog-shaped hamburger 
sans bun, etc.) because I guess we can't let things 
go. Don't you wish you'd gotten to work with us? 

1 was the person who suggested to Alan Averill 
that he use the blue slime from Dragon Warrior as 
his avatar in the magazine, then later did a little 
feature about him in Player's Pulse. Frankly, I 
created a monster. 

I tried my best in the Classified Information 
code section to explain the complicated series 


of button pushes that unlocked all the stuff in 
GoldenEye 007, but to this day, some people think 
we published bum codes. We didn't! It was just 
super, super hard to enter the codes correctly and 
1 guess my explanation was lacking. Whoops. 


Drew Williams 

(1999-2002, 2006-2007) 
E Former Senior Editor/ 
ъд Writer 
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My favorite project while 
EA at Power-by a huge 
margin—was the Conker's Bad 
Fur Day Official Player's Guide. Nothing about 
BFD appeared in the magazine when the game 
was on store shelves. It was too hot for Degrassi 
Junior High. 

Nintendo pinched its nose and held the game at 
arm's length. A totally understandable reaction. 

A whole level was made of poop. A boss was made 
of poop. His teeth were undigested corn kernels, 
and he sang a little song about poop. Many of the 
other characters were either alcoholic or mentally 
ill. One of the trickiest tasks in the game involved 
manipulating Conker's urine stream. 

Because the company didn't have high expecta- 
tions for the game, we were left to our own 
devices. We elected to make the guide aggres- 
sively weird. It was designed to be a guide-within- 
a-guide that represented Conker's “manual” from 
the game. Our designers outdid themselves by 
providing an insane amount of detail: each page 
was crammed with unsettling images. 

In the end, the guide was wrapped in plastic like 
airport porn, and we must've sold several dozen 
copies. | always wondered if anyone understood 
the love we poured into that book. The sweet 
love from the pros at Nintendo Power. Long live 
Nintendo Power. 

My great shame was that I helped to perpetuate 
the Counselor's Corner sham for several years. The 
truth can now be told: There was no counselor. No 
corner. It was just me pulling gameplay tips out of 
my butt and lofting them at our gentle readers. I'm 
Sorry. It was alot of fun. 
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For nearly two decades, DigiPen has taught thousands 

T HAN K of gamers, artists, and engineers to explore the art and 
science of video game development - and Nintendo 
YOU Power has been instrumental in helping us spread _ 

, our message. To the magazine that has helped inspire 


N I N | E N D Q countless Nintendo fans to become game creators ; 


themselves, we want to say “thanks” And to the bright 
POWE R young minds who are ready to look at games in a whole 
в new light, your adventure has just begun. 
a” Dig iPen www.digipen.edu 
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Wii U is here! Mario, Luigi, and friends get a little squirrelly and celebrate 
the launch of Nintendo’s latest system in style with their latest multiplayer 
adventure, New Super Mario Bros. U. 
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Dive Me a Boost 


NEW SUPER MARIO BROS. U blocks across bottomless voids world, a water world, etc. The 


are exciting tests of your reflexes. graphic style is the same that we've 

It's hard to chock-full of secret areas, but they A few other levels require you to seen for a while now. However, 
3 О believe that we may feel overly familiar if you've tilt the Wii U GamePad to move right in the middle of the Soda 

haven't had a played the other entries in the New platforms back and forth, which is Jungle world is a stage inspired by 
Nintendo home-console launch Super Mario Bros. series. There also a welcome challenge. It's just Vincent van Gogh's famous painting 
with a new Mario platformer since are moments of brilliance—a level unfortunate that such novel designs "The Starry Night." The swirling 
the release of the Nintendo 64 way in which you're constantly chased are few and far between. backgrounds and vivid colors of this 
back in 1996. Thankfully Wii U is by a long dragon-eel creature is The environments that comprise level are simply beautiful, and made 
launching with New Super Mario surprisingly tense, and stages the Mushroom Kingdom are Mario me long for an entire Mario game 
Bros. U. As you'd expect, it is just as that have you running on snaking standards—a grass world, a snow with a more experimental art style. 


polished as the other recent Mario 
games and benefits greatly from 


OOOH 


/ the Wii U console's high definition B 

Z capabilities. The Mushroom «x20 
V А | м. 

Z Kingdom has never looked sharper. @ 22 


Anew Mario platforming adven- 
ture usually means a never-before- 
seen power-up that helps give the 


game its own identity. In NSMBU, Š a (мш Eur Nomao Uo 


we get the Super Acorn, which 
transforms our hero into Flying 
Squirrel Mario. This multipurpose 
outfit allows Mario to glide, cling to 
walls, and do a handy midair jump. 
It's one of the most enjoyable Mario 
suits in some time, and hopefully it 
becomes as ubiquitous as the Fire 
Mario and Raccoon Mario outfits. 

A snazzy new suit would be of 
limited use without lots of levels to 
7 Z traverse, and NSMBU is no slouch in 

7. that regard. The stages are fun and 
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Although it's not an overly dif- 
ficult game, NSMBU does provide a 
decent challenge, especially in the 
later levels. The action culminates 
in one of the most exciting final 
boss fights the Mario series has 
seen in some time. It's not a terribly 
complex battle, but it's fun to play. 
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Things get substantially more 
complicated if you strive to collect 
all of the (sometimes deviously 
hidden) Star Coins and discover all 
of the secret areas. Taking the time 
to find everything is certainly worth 
your while; collecting the requisite 
number unlocks new levels to 
extend the game experience. 
There's also a trio of unique 
diversions that add replay value. 
The objective-based Challenge 
mode, the auto-scrolling Boost 
Rush mode, and the gold-gathering 
Coin Battle mode offer bite-sized 
amusement for you and a bunch of 
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friends. Of course, multiple players N 55 


сап also join іп the main story, \ Y 
which allows for four characters \ 
to run around the screen at once. 
However, that multiplayer func- 

tionality is more of a novelty than 
anything else—players constantly 
bump into each other and cause 


each other to plummet into pits NN 


or lava pools. The action gets less 
frantic with fewer people, but 

Solo play is still the best. The new 
Boost Mode multiplayer game 

is substantially more enjoyable 
(though more suited to casual play). 
Here, one player taps the screen on 


the Wii U GamePad to create plat- S 


forms-allowing the other players 
to reach out-of-the-way areas—or 
to momentarily stun enemies. 

New Super Mario Bros. U may 
not be the most innovative Mario 
platformer, but it's incredibly pol- 
ished and a lot of fun. Plus, there's 
something about breaking ina 
new Nintendo console with a Mario 
game that just feels right. —PHIL T. 
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CHOOSE 
YOUR YOSHI 


Everyone's favorite 
egg-laying buddy, 
Yoshi, returns for 
New Super Mario 
Bros. U, anda trio 
of diminutive Baby 
Yoshis joins the little 
green guy. When 
Mario carries them, 
they lend him their 
special powers. Keep 
an eye out for these 
helpful sidekicks 

to gain an edge 

on Bowser and his 
Koopa army. 


CRY 
BALLOON BABY YOSHI 


If you need a little more NN 
hang time, look to this SN 
pink Baby Yoshi, capable SN 

of blowing himself up to SN 
slow your descent. 


BUBBLE BABY YOSHI The 
blue fellow spits out bub- N 
bles that capture enemies NS 
and turn them into coins. SSS 


é 
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BULB BABY YOSHI 
Especially handy in dark 
areas, our glowing yellow 
friend emits a gentle light 
that intensifies when he's 
shaken. 
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DOING FOR THE PAST 
FEW YEARS? 


JUSTIN CHENG 


| probably would 

have stayed at 

PSM, which became 

PlayStation: The 
Official Magazine, and would 
still be facing unemployment, as 
that magazine also folded. 


CHRIS HOFFMAN 


I'd either have 
been upgraded to 
a fighting robot to 
protect the world 
from evil or moved to Canada 
and learned to ride a moose. 


CODY MARTIN 


I might have 

interned at a sig- 

nificantly less cool 

4 magazine or соп- 

tinued feeding my MMO addic- 
tion. Either way, I definitely 
would've led a life of crime as 
a young rapscallion under the 
alias “Codemaster.” 


PHIL THEOBALD 


Well, | did get my 

teaching credential 

a few years ago, so 

1 would probably be 
figuring out how to incorporate 
Nintendo 3DS systems as a via- 
ble teaching tool in classrooms. 


STEVE THOMASON 


I'd like to say I'd 

be running the 

Minnesota Twins, 

but it’s more likely | 
would have ended up wandering 
the streets and rambling inco- 
herently about hedgehogs. 
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Unlimited Potential 


SCRIBBLENAUTS UNLIMITED 


If nothing 
B U version of 


Scribblenauts Unlimited lives up 
its name. Thanks to the amazingly 
robust object editor, this game 

is the ultimate sandbox; you can 
truly create anything you want, 


whether it's some ridiculous inven- 


tion—say, a flatulent, orange-juice 
spewing tractor with a rhinoceros 
һеай-ог simply something that 
didn't make it into the game's 
massive premade dictionary (cat 
poop, for example). The interface 
isn't entirely intuitive, but creative 
gamers will nonetheless be likely 
to spend hours and hours custom- 
izing their objects' appearances 


El 


L. 


and AI before sharing them online. 
As far as gameplay goes, 
Scribblenauts Unlimited isn't 
terribly different from its 
predecessors. The puzzle-oriented 
action feels less challenging and 
more casual this time out, but the 
basic premise of writing nouns and 
adjectives to create and modify 
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[Above] With the object editor, 


you, too, can make your very 
own cyborg lumberjack. 


i 


< 


objects to solve myriad scenarios 
remains quite fun—especially 
when you attempt to come up 
with the most bizarre solutions 
possible. The new open-world 
structure and varied environments 
add appeal, as does the inclusion 
of Nintendo-themed content (even 
though it isn't very interactive). 
The game does have some rough 
edges, however. The controls 

are mildly clunky (even simple 
actions often require multiple 
menu taps), and the optional 
button-based controls are even 
more unwieldy. In fact, considering 
the touch-screen nature of the 
game, the only reason to play it 

on the TV instead of using just the 
Wii U GamePad is if friends are 
watching. Also, it's still easy to fail 
complex tasks by defying some 
unexplained parameter. 

Despite feeling less ground- 
breaking with each installment, 
the Scribblenauts titles continue 
to provide hours of entertainment; 
this entry is especially worthwhile 
if you haven't experienced the 
series's unique charms before. 
—CHRIS H. 
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GIFT VOUCHER 


CODE: NPOWEREXC 


This voucher allows the user $8.00 off any merchandise on 
www.insertcoinclothing.com. Voucher expires 21/12/12. One voucher per 
customer. Not to be combined with any other promotional discount or offer. 


‘Officially our favourite brand 
of videogame-inspired tees.’ 


EDGE MAGAZINE 


‘The only gaming gear I'm 
proud to wear to the pub.’ 


GRAEME BOYD - XBOX 


"біуіе and passion combined 
to make the best gaming 
gear around. 


CHRIS MARCUS - UBISOFT: 


Stylish designer clothing for gamers - inspired by the H X 5) 
people, businesses and places of the gaming world. EWS 


WORLDWIDE INDUSTRY EXCELLENCE AWARDS 
DELIVERY! 


REVIEWS 


NINTENDO LAND 


Intended as a color- 
ful and welcoming 
invitation for 
new Wii U owners, Nintendo Land 
succeeds as a broadly enjoyable 
tutorial on the myriad features 
and abilities of the console and its 
unique GamePad controller. With 
12 core attractions based on classic 
Nintendo franchises, the collection 
offers a little something for every- 
one while imparting a distinctly 
original play experience. 

Nintendo Land takes the shape 
of a vibrant, Mii character-packed 
theme park, which offers its dozen 
attractions in different flavors. 

Half of the activities are intended 

for only a single player, including 
Captain Falcon's Twister Race (based 
on F-Zero), in which you rotate the 
GamePad to guide the Captain's 
speeding ship around an obstacle- 
filled course from overhead. 
Another standout, Takamaru's Ninja 
Castle, has you slide virtual throwing 
stars from the GamePad to 
the TV screen to cut down 
various foes. 

Multiplayer is really o 
where Nintendo Land 44 
comes alive, though. 
Team Attractions are 
playable individually, 
but all support up to four 
or five players-one N 
using the 
GamePad and ON 
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the rest brandishing Wii Remote 
controllers. In The Legend of Zelda: 
Battle Quest, for example, the team 
works together to clear stages of 
enemies, with the GamePad-wielder 
as an archer and the others as 
swordsmen. Each Team Attraction 
features multiple play variations and 
numerous stages to work through, 
giving them more depth than the 


quick-hit games seen in many other 
multi-event compilations. 

The three multiplayer-only 
Competitive Attractions, meanwhile, 
showcase the system's asymmetric 
play approach, with one GamePad- 
equipped contestant facing the 
rest. Mario Chase sees four players 
pursuing the portly plumber around 
a course, whereas Luigi's Ghost 
Mansion pits up to four flashlight- 
holders against a roaming spectre. 
Although the asymmetric games 
utilize similar themes and prove 
pretty simplistic, it's fun to trade off 
between the GamePad and the Wii 


Remote between rounds to experi- 
ence different styles of play. 

Slick presentation makes 
Nintendo Land a pleasure to look at 
on both an HDTV and the GamePad 
screen; there are glossy candy- 
colored surroundings and fantastic 
Mii costumes based on beloved 
characters. As a pack-in for the Wii U 
Deluxe Set, Nintendo Land is a slight 
but entertaining set of diversions; 
it's a tougher sell as a $60 add-on 
for Basic Set buyers. We wish that, 
like Wii Sports before it, this game 
were included with all versions of 
the new console; early Wii U adopt- 
ers would have benefitted from such 
an accessible initial play experience. 
—ANDREW H. 


ПП PUBLISHER: NINTENDO 
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SKYLANDERS GIANTS 


Last issue I 
extolled the 
b] virtues of the 


Wii version of Skylanders Giants; 
suffice it to say that I liked it 
quite a bit, as | scored it an 8.0. 
All of the things | enjoyed about 
the Wii title—the new characters 
(including the Giants), the new 
figurines (the LightCore ones 

are especially cool), and the new 
minigames (door-unlocking puzzles 
and Skystones)—are equally good 
here. What makes this edition of 


Lazing 


RABBIDS LAND 


Amusement- 
5 park-themed 
Е party games 


are all the rage in the Wii U launch 
lineup, it seems, but Rabbids 
Land actually hews more closely 
to Mario Party in execution. Up to 
four players can take part in the 
board-game-based showdown, 
with each player participating 


Skylanders Giants the best one 
are the high-definition graphics 
and the GamePad functionality. 
The former is a given; as for the 
latter, not only do you get to see 
your Skylander's stats on the touch 
screen, but you can also see every 
objective for the level, so you 
don't have to pause to track your 
progress. It's a relatively small 
addition, but one that I found to be 
pretty darn handy. —JUSTIN C. 


WERE PUBLISHER: ACTIVISION 
АШЫЙ DEVELOPER: VICARIOUS 
VISIONS 

ESRB: EVERYONE 10+ 


er and Better 


in minigames and answering 
simple trivia questions to be 

the first to amass the requisite 
amount of trophies and reach 
the center circle. The minigames 


utilize the GamePad controller’s 
screen for activities like steering 
a wakeboard and matching pairs 
of underwear, and a second player 
uses a Wii Remote and Nunchuk 
on the TV. Rabbids Land is tepid in 
single-player, but unlike Nintendo 
Land, it doesn’t perk up much in 
multiplayer. Although a few of 

the silly minigames are clever, 
none are as interesting or robust 
as those in Nintendo's offering. 
The Rabbids still amuse with their 


Why are Giants cool? Because not only can they grant you access to elemen- 
tal zones, but they can also open up Giants-only areas. Plus, they’re huge. 


The Rabbids were charming at 
first, but their appeal has worna 
little thin over the years. 


antics, but their first Wii U effort 
fails to consistently entertain. 
—ANDREW H. 
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Stupid Name, 
` Awesome Game 


ZOMBIU 


I've been 

waiting years 

for someone 
to make ZombiU. Not this 
specific game, of course, but one 
that pushes the survival-horror 
genre to such extremes that you 
essentially end up with a zombie- 
apocalypse simulator. Ubisoft 
has finally satisfied that craving 
with aplomb, delivering what | 
consider the standout title of the 
Wii U launch. 


Let's be perfectly clear: if you're 
seeking an archetypal first-person 


shooter filled with fast-paced 
action, over-the-top set pieces, 
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and flashy explosions, you're not 
going to find it here. ZombiU is 
slow and methodical, designed to 
build tension rather than pump 
adrenaline. As you explore its 
expansive London settings, you'll 
need to scour every nook and 
cranny for scarce provisions and 
proceed around every corner with 
the utmost caution. You see, a 
single bite from one of the raven- 
ous undead spells the end for your 


[Right] That 
zombie 
certainly 
got an eye- 
ful. “See” 
what we did 
there? 


a 
Wd 


protagonist. You'll then assume 
control of a new survivor, but 
you'll start back at the safe house 
(the game's hub), and in order to 
reacquire whatever supplies you 
were carrying, you'll need to hunt 
down the newly zombified version 
of your previous character. 

As you might imagine, that 
makes for a pretty stiff challenge. 
It almost never feels unfair, 
though, because the game is 


PIMPIN’ AIN'T EASY 


Your first three protagonists 
in ZombiU are all preset, 

but the game randomly 
generates the characteristics 
of subsequent survivors. 
That includes name, sex, 
appearance, and occupation. 
None of these things have 
any bearing on gameplay, 
but they can make for some 
amusing circumstances. 

For example, my longest- 
surviving character was an 
overweight pimp named 
Leon Green. He lasted nearly 
five hours in London's post- 
apocalyptic hellscape before 
clumsily falling off a catwalk 
and plunging to his death. 


= 


incredibly disciplined about 
following its own rules. There's a 
reliable consistency to this world, 
and if you kick the bucket, it's very 
likely because you got careless or 
impatient. That's a crucial element 
of ZombiU's success, allowing it to 
deftly walk that tightrope between 
tension and frustration. 

At the same time, the game 
manages to offer plenty of 
surprises. It spaces them out 
perfectly, too; after leaving your 
nerves frayed with some horrifying 
new wrinkle, it'll ease off the 
throttle for a bit and allow you to 
catch your breath. ZombiU's pacing 
on the whole is superb, which is 
especially impressive given the 
scope of the adventure. Judicious 


, 


Pro-tip: It's generally 


players will spend upwards of 15 
hours reaching its conclusion—sig- 
nificantly more than you might 
expect from a launch title. 
Speaking of which, none of the 
games available for Wii U on day 
one better showcase the system's 
unique controller. ZombiU takes 


ta good idea to let the zombies get this close. 


advantage of the GamePad in all 
sorts of cool ways, from serving as 
a black-light scanner to providing 
sonar that warns of nearby move- 
ment. My favorite example: you'll 
use the touch screen to pick locks, 
remove items from your backpack, 
and more while events continue 


to unfold on the television (via a 
strategically chosen third-person 
perspective for maximum anxiety). 
Add it all up, and you've got an 
experience that wouldn't be nearly 
as compelling with a traditional 
controller. 

Alongside the single-player 
campaign is a local two-player 
mode that would be impossible 
without the GamePad. As the 
*King of Zombies," one person 
uses that controller's touch screen 
to dispatch different types of 
the undead while another tries 
to mow them down via a Wii U 
Pro Controller or Wii Remote 
and Nunchuk. For the GamePad 
player this mode feels a bit like a 
real-time strategy game, while his 
opponent experiences something 
akin to a traditional first-person 
shooter. It's an interesting idea 
and a fun little diversion, though 
definitely a side dish to the story 
mode's main course. 

Fortunately, that course is 
plenty satisfying. | do have a few 
minor quibbles—certain rooms and 
textures repeat too often and your 
sole melee weapon (a cricket bat) 
is ridiculously underpowered-but 
they pale in comparison to every- 
thing the game gets right. This is 
the rare launch title whose triumph 
isn't contingent on the fact that 
it's a launch title. Hopefully that's 
rewarded at the cash register, 
because I'd love to see a sequel 
with online co-op play. —STEVE T. 


PUBLISHER: UBISOFT 
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[Above] The Battle Armored Tech (B.A.T.) lets Batman harness ener- 
gy from hitting enemies to temporarily become more powerful. 


The Dark Knight Rises 


BATMAN: ARKHAM CITY—ARMORED EDITION 


Every onceina as do the ever-present world map, touch-screen mechanics, Arkham attacks. This version of the game 
© О while, a game inventory, and other data. This is City has been enhanced for Wii U also comes standard with all the 
= comes along that a game that seems tailor-made for with new armor for Batman that lets downloadable content released for 
defies the odds. In this case it's the Nintendo's new system. you store energy earned by hitting other consoles' iterations, such as 
odds of a comic book being turned In addition to the fantastic enemies and use it to power up your alternate player skins and Harley 
into a truly exceptional interactive Quinn's Revenge, a story add-on. 


experience. Batman: Arkham Of course, if you've already 


City-Armored Edition sets a new bar, 
not just for comic-book adaptations, 
but for games in general. 

The Dark Knight has been thrown 
into a superprison located smack- 
dab in the middle of Gotham City. To 
escape, you'll need to punch, kick, 
and Batarang your way through a 
rogue's gallery that includes the 
Joker, Two-Face, and Mr. Freeze, 
and use the Caped Crusader's 
entire arsenal of gadgets and 
detective skills as well. Batman's 
not alone in this adventure, 
however: you also assume the role 
of Catwoman, who has her own set 
of moves, skills, and objectives. 

Exploring the open world of 
Arkham City at street level or along 
its rooftops is thrilling, and the 
fighting is extremely fluid and vis- 
ceral. Hacking, sending off remote- 
control Batarangs, and employing 
other gadgets make excellent use 
of the Wii U GamePad controller, 
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played Arkham City and its DLC, 
Armored Edition doesn't offer a real 
reason to return to Gotham. If you 
haven't, though, you're in for a rare 
can't-miss treat that's sure to blow 
away any Bat-fan. —RANDY N. 
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Joker Radio Signal Strength 


You might know J osh ua. 


He loves video games, and he 
owns enough to know they're not 
all meant for kids. That's why he 
reminds his friends (at least the 
ones that have kids) that they all 
have big black letters on the box 
to help parents find the ones that 
are best for their families. 


You can learn about those 
ratings at ESRB.org 


d 


Los Mngeles, СА 


( ESRB) ENTERTAINMENT SOFTWARE 
RATING BOARD 


Truly Tekken 


TEKKEN TAG TOURNAMENT 2 Wii U EDITION 


Tekken doesn't 

have a whole 

lot of history 
with Nintendo platforms, but I've 
enjoyed every version of the 
King of Iron Fist Tournament 
that has graced those systems. 
unfortunately, neither Tekken 
Advance nor Tekken 3D Prime 


Edition offered the true Tekken 
experience. But Tekken Tag 
Tournament 2 Wii U Edition 
does-and then some. This version 
of Namco Bandai's tag-team 
fighting game has even more 
content than its already-released- 
on-other-consoles siblings. You get 
modes such as Mushroom Battle 


[Above] Where else can you see the head of a multinational conglomerate 
dressed as Mario play ball with a sumo wrestler dressed as Bowser? 
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and Tekken Ball, 
Nintendo-character- 
themed costumes, 


and the ability to draw on your char- 


acter via the stylus. Furthermore, 
you can assign combos to the 
GamePad controller's touch screen, 
à la Tekken 3D Prime Edition. 

These features are certainly nice 
additions—especially for fans who 
decided to wait for this version of 
Tekken Tag Tournament 2—but they 


don't necessarily make the game 

a must-buy. Ultimately, you still 
have to enjoy the signature fighting 
system (in which the controller's 
four face buttons correspond to 
the combatants' limbs), the wacky 
characters (including robots, 
supernatural beings, and zoo 
animals), and the nonsensical story 
(which is so convoluted that it's 
nigh impossible to summarize). This 
game is pretty much the definitive 
Tekken experience, encapsulating 
everything the series is about—for 
better or for worse, depending on 
how you feel about the nearly two- 
decades-old franchise. Personally, I 
adore all of its gameplay, character, 
and story stuff, which is why it's 
easy for me to give Tekken Tag 
Tournament 2 Wii U Edition my 
stamp of approval. —JUSTIN с. 
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This is . He knows 
it's his job to teach his son 
what this whole gaming thing is about. 
The age rating helps him 

, but being a good dad means 
he always wants to know more. 


That's exactly what the ESRB's 
rating summaries are for. 


Search for a game's rating 
summary at ESRB.org. 
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[Below] Courses based on Sega classics like 
After Burner will have retro fans feeling 


nostalgic. 


SONIC & ALL-STARS RACING TRANSFORMED 


Building on the 
8 О solid foundation 
= laid down by 


Sonic & Sega All-Stars Racing, 
Transformed stays true to its name 
by introducing flying and aquatic 
portions to many of its tracks based 
on classic Sega franchises. When 
passing through special gates, 
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your car will morph into a plane or 
boat, which changes the feel of the 
competition a bit-but sometimes 
not for the best. Thankfully, the 
majority of the racing remains on 
the track, where it excels. 

As we had hoped, this sequel has 
more of everything we liked about 
its predecessor. There are more 


Sega stars (plus folks like Wreck-It 
Ralph and the somewhat-out-of- 
place Danica Patrick) to race as, 
and more courses based on Sega's 
games (from Panzer Dragoon to 
Golden Axe) to race on. 

The track design is excellent, 
and the various vehicles control 
very well. The power-ups and 
weapons, essential to a combat 
racer, could've definitely used 
alittle more thought, though. 
They're really not that special, 
which seems odd given the various 
series available to draw from and 
the personality the rest 
of the game exudes. 

Multiplayer in 
Transformed gets spe- 
cial recognition since 
it's such an integral 


part of the experience. Up to five 
players can race at once, with one 
person getting his own view on the 
GamePad. It's a shame the video 
quality on this dedicated display is 
so inexplicably grainy, though. 
Added up, Sonic & All-Stars 
Racing Transformed is a total blast 
in the spirit of Sega's beloved 
arcade racing titles. It offers plenty 
of replayability, and is lots of fun 
for solo and party play alike. If 
you're a fan of Sega classics or 
just looking for a really fun racer, 
you'll want to get behind the wheel. 
—RANDY N. 
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The boating and flying portions of the game aren't as strong as the 
driving parts, but there are fewer of them. 


For , the big letter on the box 
is a good start. But sometimes she 
wants to know more about the games 
Sean and want to play. And 
now she can, А 
right from the store. 


You can do the same thing with 
ESRB's free mobile app. 


Learn more at ESRB.org/mobile. 


Lakeside, CA 


ENTERTAINMENT SOFTWARE 
RATING BOARD 
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t3 | 
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The Just Sweat mode is a pretty fun way to burn off some extra calories. 


JUST DANCE 4 


The gameplay 
hasn't changed 
= much from Just 


Dance 3, but it didn't need to—Just 
Dance 4 is pretty fun. New to this 
iteration are Dance Quests—chal- 
lenges that allow you to unlock 


bonus choreography and additional 
game modes-which give all that 
dancing a sense of progression. 
Despite adding depth to the festivi- 


Tanks but No Thanks 


TANK! TANK! TANK! 


Given that it's 
little more than a 
в lazy arcade port, 


Tank! Tank! Tank! has no business 
as a $50 retail release. Beyond 
allowing you to take a silly picture 
of yourself with the GamePad 
camera to use as your avatar (the 
best part about this game), the 
game involves nothing more than 
moving with a Control Stick and 
repeatedly firing with a button of 
your choice—every button executes 
the same attack, and you can't aim 
manually. Each level has you choose 
your tank, pick a stage, and destroy 
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robotic animals within the time 
limit, all while a disembodied voice 
obnoxiously yells phrases such as, 
"GO, g0, go!" and "Direct hit!" over 
and over again. Additionally, as a 
cheap way to lengthen an already 
weak and monotonous campaign— 
which would otherwise take less 
than an hour to complete—the 
game forces you repeat missions 
to an absurd extent in order to 
continue. —coDY M. 


| Wit. PUBLISHER: NAMCO BANDAI 
DEVELOPER: NAMCO BANDAI 


ESRB: EVERYONE 10+ 


ties, however, the Dance Quests 
could use a bit more variation, as 


most songs have similar objectives. 


One of the game's coolest 


Hit the Dance Н00 


options is the Battle mode, in which 
two songs alternate while players 
try to outdance one another in 
order to deplete each other's life 
gauge. A GamePad-controlled 
Puppet Master mode is also unlock- 
able, allowing a nondancing player 
to create his/her own mash-ups 
using dance moves from all the Just 
Dance games. It's amusing, but 
unfortunately the GamePad can 
cause noticeable lag issues on the 
TV screen when it's in use during a 
dance. —copy M. 
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Taking pictures for your 
avatar is the best thing 
this game offers. 
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and saved $312! 
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John got in the game with a wide 
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The Slaying of the Hydra 


P. 


Do you have a favorite chara 


Samurai Warriors games? He or she is probabl 


Chop Till You Drop 


WARRIORS OROCHI 3 HYPER 


Koei's long- 

running Warriors 

series gets a lot 
of flak for its repetitive nature, but 
slicing your way through hundreds 
of enemy soldiers is still a great 
way to waste a few hours. The 
Warriors Orochi games-a mash-up 
of the Dynasty Warriors and 
Samurai Warriors franchises—are 


the best of the lot. This third 
installment in the sub-series 
features action-packed missions, 
more than 100 playable charac- 
ters, and an enjoyable weapon- 
fusion system for upgrading your 
characters' fighting abilities. 
unfortunately, some technical 
problems will dampen your enjoy- 
ment. Enemy pop-up is consistently 


Ready for Prime Time 


MADDEN NFL 13 


Throughout the 

Wii console's 

life cycle, EA 
experimented with a number of 
different approaches to Madden. 


Some worked out better than 
others, but none delivered the 
type of hardcore simulation found 
on competing consoles. That 
changes with Wii U. The system's 
first Madden title takes a serious 
approach to pigskin and offers 
almost all of the same features as 


an issue, with hordes of foes that 
suddenly appear out of thin air. 
And though it's always a blast to 
play with a second person—espe- 
cially when you can avoid dealing 


the Xbox 360 and PlayStation 3 
versions, including the debut of an 
ambitious Connected Career mode 
that supports up to 32 players in 
online leagues. Wii U players will 
miss out on the new Infinity Engine 
physics, but in exchange they'll 
get to call plays, draw hot routes, 
and change defensive assignments 
via the GamePad touch screen. 
That makes enjoying the strategic 
aspects of football less cumber- 


with the annoying split screen 

by using the Wii U GamePad as a 
second display-the semifrequent 
slowdown makes it feel like your 
warriors are running through 
molasses. It's still a fun time, but 
this port feels a bit rushed. —PHIL T. 


PUBLISHER: TECMO KOEI 
s DEVELOPER: KOEI 
ESRB: TEEN 


some than it's typically been with a 
traditional, menu-driven interface. 
The GamePad also allows you to 
play away from the TV screen. All 
in all, this is a very encouraging 
rookie effort. Let's just hope next 
year's game takes the microphone 
away from Phil Simms. —STEVE T. 


LJ PUBLISHER: EA SPORTS 
DEVELOPER: EA TIBURON 
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Buried in student ` 
loans? 
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Call 888-6877 | 


ф STOP the harassing calls, and wage garnishments. 
b END the stress of being late on payments! 


* Cut your payments by as 
WE CAN FIX YOUR much as 5096 
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* End the stress 
GUARANTEED. 4 
* Get relief FAST 


Toll Free Student Aid Assistance Line 


888-687-7195 


The Bold and the Bloody 


NINJA GAIDEN 3: RAZOR’S EDGE 


rated Ninja Gaiden 3: Razor's Edge 
lets you get right down to the grisly 
business of puréeing swarms of 
heavily armed foes with all manner 
of sharp, deadly implements. 
Splatters of gratuitous gore bathe 
the screen. Heads lop off in foun- 
tains of blood. Limbs sever. Dudes 


Poised to prove 
without a doubt 
that the Wii U 
console isn’t just about bringing a 
healthy dose of cutesy and kidsy to 
the masses, 
the Mature- 
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are cut in half. It’s an awesome 
display of brutality backed by a 
dizzying level of nonstop action and 
grand set-piece boss encounters. 
Unfortunately, all the excitement 
only partially distracts from the 
repetition that sets in early on. 

The game’s throwaway story is 
obtuse, sometimes tough to follow, 
and laughably scripted, yet it’s 
a serviceable framework for the 
over-the-top slicing and dicing that 
unfolds in each chapter. Called in 
to deal with a terrorist cult, the 
series's ninja protagonist Ryu 
Hayabusa confronts the evil 
organization's psychotic 

leader and becomes 
afflicted with a 
curse that 
warps his 


arm with a thirst for blood that 
must be quenched. This cool turn of 
events, sadly, does little to further 
the plot across the 8-10 hours of 
murderous slaughter that ensue, 
but it does tie nicely into the game’s 
brutal combat. 

Gutting foes and spilling blood 
powers up Ryu’s cursed appendage, 
letting you unleash a red swirling 
beatdown cloud to take out multiple 
enemies at a time. Of course, this 
ninja is far from a one-trick pony. 
Chopping up baddies earns you 
Karma that you can spend to unlock 
tons of special moves and abilities. 
Ninpo magic is powered up in a 
similar way, and letting loose with 
devastating attacks is a satisfying 
way to clear the screen and restore 
you health. The addition of extra 


weapons and Ninpo attacks, plus 
the curiously ramped-up levels 

of violence and gore, are among 
many subtle tweaks that make the 
updated Wii U version a more enjoy- 
able experience than its siblings on 
other consoles. 

Combat is fast and furious, 
sometimes growing a little too 
chaotic to follow during busy 
sequences, and it's not lacking in 
challenge even on low difficulty 
settings. Enemies may lose an 
extremity or two, but they'll keep 
coming until there's nothing left 
but a meaty torso with bloody 
stumps. Cutting through the 
swarm is a frantic affair capped 
with gruesome, up-close finishing 
sequences that splatter the camera 
and the landscape in bloodspray 
and body parts. Though thrilling 
in the early stages, squaring off 
against tougher versions of the 
very same enemies later on grows 
monotonous, as you have to work a 
lot harder to whittle them down to 
achieve the same satisfying effect. 
Fortunately, outrageous cinematic 
moments and epic boss battles that 
play out against cyborg dinosaurs, 
giant robot walkers, towering 
gods, and even atop flying chop- 
pers break up the smaller-scale 
encounters nicely. These events are 
spectacular, even if they feel oddly 
paced at times. 

Weapon selection, magic 
attacks, and other helpful menu 


Ninja Gaiden 3's story comes from 
Masato Kato, who worked on the 
original NES games. 


items are placed in accessible spots 
on the Wii U GamePad's touch 
screen; there's even a handy list 
of button sequences for executing 
combos you've unlocked. These are 
nice features, but what I love the 
most is transferring the action from 
the TV to the controller's display 
and taking it with me around the 
house. The game looks and plays 
smoothly whether it's on your TV or 
the GamePad (provided you don't 
venture too far from the console), 
and Razor's Edge does a great job 
of showcasing this cool feature. 
Flashy, frantic, and fun in short 
bursts, Razor's Edge delivers 
ample excitement with its intensely 
sanguinary style. The updated Wii U 
version improves on many of issues 
that irked fans when Ninja Gaiden 3 
originally launched, but repetitious 
battles and a hokey story knock the 
experience down a few notches. 
—NATHAN M. 
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FEMME FATALE 


Wielding dual blades and a plethora of exotic finishing 
moves, the lovely but deadly Ayane makes a sensa- 
tional appearance as a playable character in both the 
main story campaign and multiplayer co-op. Her sec- 


tions bring a nice change of pace and a touch of sass. 
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Үошсап go your.own Way 
Go your own way 


SING PARTY 


A karaoke-inspired game 
probably won't entice most 
fal “hardcore” gamers when 


they're deciding which launch titles to pick up 
for Wii U, but SING PARTY offers a surprisingly 
good time. Party mode is purely karaoke—the 
lead singer belts out lyrics displayed on the 
GamePad controller's screen while others are 
encouraged to join in whenever chorus lyrics 
appear on the TV. It’s entertaining, but the Sing 
and Team modes are a little more concrete, 
offering a variety of activities and rewarding 
players based on how well they do singing on 
pitch, similar to games like Rock Band. However, 
you're also encouraged to make the song your 
own-you can earn bonus points if you maintain 
an octave higher or lower than the standard, or 
by freestyling during instrumental breaks. It's 
disappointing that there isn't much in the way 
of game progression, though. You can increase 


your player rating by meeting certain criteria, but 
there aren't any unlockables or other incentives 
for leveling up. Nevertheless, there's a good 
variety of classic songs both new and old, and 
plenty of fun for a potentially unlimited number 
of players. The game is best enjoyed with at 

least two people, and especially at a party (the 
word is in the game's title, after all), but it's great 
anytime you feel like belting one out. —copv м. 
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DARKSIDERS Il 


If you've been 
lamenting the 
m fact that there's 


no Zelda game at the launch of Wii U 
because you think that means your 
dreams of a next-generation adven- 
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ture on day one have been dashed, 
fear not: the M-rated Darksiders 
ІІ does a more than suitable job of 
filling the void, and is a great game in 
its own right. 

As the grim reaper, you'll 
hack, slash, run, and leap your 
way across a dimension separate 
from our own, where those who 


created our reality reside. (And 

if you haven't played the original 
Darksiders, don't worry: this story 
stands on its own just fine.) Like 
the Zelda games, from which it 
draws a good deal of its inspira- 
tion, Darksiders II is divided into 
an overworld and sprawling dun- 
geons. The former are traversed 


[Below] Death's arsenal includes a hammer, 
which is perfect for smacking huge enemies. 


on horseback, and the latter are 
filled with some truly top-notch 
puzzles. In fact, the game will test 
your grey matter as often as your 
prowess in combat. 

When it comes to the art of 
fighting, you'll draw upon several 
types of weapons-from scythes 
to massive hammers-to dispatch 
twisted enemies that each have 
their own unique styles of attack, 
and enormous bosses that you 
must see to believe. As you defeat 
enemies, you collect new and 
improved weapons, armor, and 
other handy items that are used to 
enhance your character. Thankfully, 
you're able to equip, sell, and 
drop items directly from the Wii U 
GamePad controller's touch screen, 
simplifying the process. 

This eye-popping, massive 
adventure has its share of rough 
edges but ultimately does a 
fantastic job of transporting you 
to a faraway realm and telling a 
great story—which is superbly 
voice-acted—in the process. Any 
Zelda fan will likely love it. | know I 
do. —RANDY N. 
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Traversing 


ASSASSIN'S CREED Ill 
lands of yore, 


2. m О interacting 


with famous historical figures, 
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and killing stealthily are what 

the Assassin’s Creed franchise 

is about. But there’s a larger 
narrative thread tying together the 
various iterations of the series: the 
clandestine conflict between the 
Assassins and the Templars over 


the fate of humanity. The Mature- 
rated Assassin's Creed III features 
all of these things, and has you 
switching off between playing 

as the half-Native American, 
half-English Connor during the 
American Revolution and his 


[Left] In addition to Wolf Pack, the other new 
multiplayer mode is Domination, wherein 


your team tries to claim territories. 


diy 


descendent, the modern-day 
Assassin Desmond Miles. 

The game begins with 
Desmond's father giving you a brief 
summary of all the events leading 
up to this point. As someone who 
has played most of the previous 
games, I found this prologue to 
be a nice refresher; however, I'm 
not sure that it does an adequate 
job of laying things out for series 
newcomers. There's a lot of talk 
about previous Assassins, Altair 
and Ezio, as well as an alien race 
of precursors and the role they've 
played in the Assassin-Templar 
war. Once you get past this exposi- 
tion, though, the rest of the game 
is very newbie-friendly—so much 
so, in fact, that it doesn't really get 


going until four or five hours in. 
Before that point, you learn how 
to climb structures, counterattack, 
employ your various weapons, etc. 
(The nice thing about the Wii U 
version is that your inventory and 
map are on the GamePad control- 
ler's touch screen.) In addition to 
the traditional Assassin's Creed 
gameplay, this game adds features 
Such as hunting and naval battles. I 
had some fun captaining a ship and 
destroying enemies with cannons, 
but only when it was required of 
me-1 felt no desire to play the 
optional naval missions. 

That's pretty much how | feel 
about the game as a whole. | didn't 
want to spend a lot of time with 
the side stuff because none of it 
was nearly as compelling as the 
main missions. (Not to mention 
that many of the side quests 
become rather repetitive.) There 
is a handful of reasons that | found 
the story so engaging. First, | 
have to applaud the developers 
for genuinely surprising me with a 
twist in the first part of the game. 
(Assassin's Creed Ill has been 
out for a while now on competing 
platforms, but hopefully the 
twist hasn't been spoiled for you 
already.) Second, | like the setting 
and the historical events that 
Connor takes part in. This is the 
closest to home that the Assassin's 
Creed games have come-it's good 
fun to participate in significant 
moments in American history, 
such as the Boston Tea Party. 
Unfortunately, there were times 
that Connor felt shoehorned into 
key historical events-the most 
egregious of which is when he 
shares a horse with Paul Revere for 
the Midnight Ride. 

But perhaps the biggest reason 
| enjoyed the single-player adven- 
ture was how expertly Connor's 


UNITED WE STAB 


IIl a good amount of longevity. 


antagonists are handled. You 
learn all about them early on and 
can even sympathize with them 
at some points; these definitely 


aren't throwaway baddies. Even 
better, you really start to hate the 
primary villain as the adventure 
progresses. Sadly, the finale fails 


REVIEWS 
= 


Assassin's Creed III has а host of multiplayer modes, including Deathmatch and Artifact 
Assault (capture the flag). My favorite, however, is Wolf Pack, a cooperative mode for up 
to four players. Here you and your teammates accrue points for assassinating targets; 
reach the point limit for the sequence you're playing, and you unlock the next sequence. 
NN (There are 25 in all.) It's a lot of fun, especially when playing with friends. Full disclo- 

SSS sure: | haven't played the online multiplayer on Wii U yet because things weren't fully 

` functional at press time. If the network's up to snuff when the game hits store shelves, 
online play and the other multiplayer modes should give this version of Assassin's Creed 


to live up to the greatness that 
precedes it. The final confrontation 
is anticlimactic, and much of the 
stuff that comes afterward is a 
disappointment. 

It's a shame, too, because | 
really like the bulk of Assassin's 
Creed 111. With a few exceptions, 
the setting, the characters, and 
the gameplay are excellent. And 
these—as well as the multiplayer 
(see the sidebar)—are more than 
enough reasons to play this game, 
even with its faults. —JUSTIN C. 
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Toon Team 


EPIC MICKEY 2: THE POWER OF TWO 


The idea behind the 

Epic Mickey series is 

incredibly appeal- 
ing, especially for devoted fans of the 
iconic rodent and the rest of Disney's 
rich creative legacy. It places Mickey 
in a bizarre and twisted realm for 
cartoons that have been forgot- 
ten-including the lovable Oswald 
the Lucky Rabbit-and arms our hero 
with a magical brush that allows him 
to manipulate the world via paint 
and thinner. The strength of that 
core concept was enough to carry a 
flawed game the first time around, 
but now that some of the novelty has 
worn off, the sequel's warts aren't as 
easily forgiven. 

That's not to say The Power of 

Two is without merit. There's a lot 
to like about Mickey's return to 
Wasteland, and the follow-up does 
improve upon its predecessor in a 
number of ways. You'll rarely find 
yourself wrestling with the camera 


92 NINTENDO POWER 


in this game, for instance, and every 
word of dialog is now fully voiced 

to superb effect (particularly the 
Mad Doctor's musical numbers). 
Perhaps most notably, the sequel 
better delivers on Junction Point's 
"playstyle matters" mantra by 
lending greater permanence to your 
actions. If you alter a particular 
locale, those changes will persist the 
next time you visit. 


The Power of Two also adds co-op 
play-which is the inspiration for its 
title and a definite plus as long as 
you have someone to join in on the 
festivities. If you tackle the adventure 
solo, however, the Al takes control 
of Oswald and causes occasional 
moments of frustration. So do many 
ofthe game's uninspired side quests, 
which often feel like their sole 
purpose is to cheaply extend the 


otherwise brief playtime by being 
as obtuse as possible. There were 
a number of instances in which I 
spent far too long fruitlessly trying to 
figure out a particular task because 
the game gave no indication that I 
couldn't complete it yet. Lackluster 
side quests wouldn't normally be 
a major issue, but they make up an 
inordinate share of the content in this 
case. The experience is also dragged 
down by an egregiously slow start 
and the fact that nearly half of the 
settings are recycled from the first 
Epic Mickey. That they've been rear- 
ranged doesn't prevent the journey 
from feeling a bit too familiar. 

Still, if you enjoyed your first 
trip to Wasteland, there's probably 
enough here to justify a return. 
But on which console should you 
do so? The Wii U version offers 
high-definition visuals and the ability 
to eschew split-screen during co-op 
by allowing one person to view the 
action on the GamePad and the 
other on the TV. But you can't use 
a Wii Remote to control Mickey, 
even during solo play, which means 
wielding the paintbrush via analog 
stick rather than pointer controls. 
For that reason, | would give the nod 
to the Wii release. —STEVE T. 
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THEN...NONE OF THIS IS REALLY GOING AWAY, IS IT? 
I MEAN, NINTENDO POWER HAD A GREAT RUN, AND YOU'VE 
GOT IT ALL RIGHT HERE. IT’S LIKE WHEN YOU FINISH 
A GREAT GAME - YOU'RE KIND OF SAD TO SEE IT END, 
BUT REALLY PROUD AND HAPPY, TOO. 


YOU KNOW WHAT I SEE WHEN 
ILOOK AT THIS FINAL 


g; 
Sg 


ES 
TES 
C'MON DAD, LET'S GO PLAY SOME Ñ 


NEW SUPER MARIO PROS. U. 


YOU GOT IT! UH, THINK 
YOU COULD PLACE SOME 
PLAT FORMS TO HELP ME GET 
PAST THOSE PIT S AGAIN? 


IWON'T LET YOU FALL, DAD. 
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BATTLE GIANT MONSTERS! © 


Put your face in the game! 


MY KONG MODE! 
VERSUS MODES FOR UP TO 4 PLAYERS Become the monster and fight aller tanks! 


Cartoon Violence 


4 Comic Mischief Wii u 


TANK! TANK! TANK! TM © 2012 NAMCO BANDA! Games Inc. Wii U is a trademark of Nintendo. © 2012 Nintendo. The ESRB rating icons are registered trademarks of the Entertainment Software Association. All trademarks are property of their respective owners. 
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